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As a strategy guide, this book may be a bit different than some you've seen. Each of the level walkthroughs 
which follow are the result of hundreds of hours of gameplay, and each of the screenshots were lovingly chosen 
with insight and attention to detail. What that means is that the general strategies and specific recommendations 
are built right into each walkthrough. No cross-referencing with a separate strategy section is required. 

If, somehow, you're new to the Tomb Raider experience, we'd recommend you take a quick trip to Lara’s 
Home before you begin: you reach her mansion via the snapshot in the game’s menu ring. Get familiar with the 
controls. You need only know how to move with a certain amount of confidence; we'll take care of the details in 
the walkthrough. Also, get familiar with the use of the camera. Looking around should become second nature as 
the game progresses. Z 

Be mindful of the very specific movements that are called for in each walkthrough, and realize that the key 
to each successful jump is most often the position from which Lara begins. In 99 percent of the cases, Lara 
must jump from the very edge of a platform for things to work out as they should. You can use the walk com- 
mand to step to the very edge of a ledge without falling off. To run and jump from an edge, first walk to the edge, 
then hop backward once. That'll set up the proper running distance. 

When it comes to combat, use the Pistols when a foe is not an immediate threat, when Lara has some 
height advantage that keeps her out of danger. In close quarters, check the walkthrough for specific recommen- 
dations. In a nutshell, the more immediate the danger, the bigger the gun required. Make sure you find each 
Secret Area, all clearly marked, and Lara’s ammo supply is never a concern. With that in mind, it’s time to do 
some serious tomb raiding. 
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a CAVES 

( { The Caves is a quick little 

A Jevel to get you and Lara 

i comfortable with each 

A other. Patrol with your 
guns out and follow the 

" screenshots. 


Follow the wide tunnel, running on The camera angle will change to 
through the hail of darts. direct your attention upward, but 
cantinue past this paint. 


Le =~ 


‘Above the far corner of the large Stand with Lara's face against the Climb the rocks where the camera _Blast the bats, and check the small 
cavern, you can see a tunnel. wall. Jump backward, then jump off angle changed previously, and enter open area on the left. 
the slope and grab the ledge. another wide tunnel, 


Stand in the comer with Continue along the wide tunnel, 
the snowdrift, and use the "ning left into. large cavern, 
grab and forward commands to 
grab the ledge. Watch for bats! 


+ 


; Circle around the pillar, and you'll Throw the Switch, and enter the 
a find an opening in the floor. small chamber with guns drawn, 
Tomb Raider | ee 
PRIMA'S OFFICIAL 


STRATEGY CODE 


a ee if = : 


Blast the bats, and climb up Get those guns out: there are Circle around to the right, staying Cross the bridges to the far side of 


through the opening in the ceiling. — wolves on the prowl down below. —_on the upper path, and whack the chamber. 
‘the wolves, 


s eo # ae Ss Te = B : 
Proceed with caution through the ‘Take out the bear from above. You When the bear finally succumbs, Grab the Small Medi Pack, and use 
vegetation and up to the edge can hang from the edge to goad drop down and check the nearby the pressure plate to open the door. 
of the pit. him into the open if you're opening. 
feeling brave. 


The door leads you back to the floor Backtrack across the bridges, then 


Grab the Medi Pack from the shad- 
of the bridge room. You did take un and jump across the bear's final ws on the left, and draw the guns come out to greet you, 
care of all the wolves, didn't you? _resting place. as you approach the opening, perhaps backflipping up . 


the wide stairs. 


From the initial upper patio, look Run and jump from the patio to the Back in the large open area, you To make it inside, run.and jump from fk 
to the left and spy a vine-covered ledge, and then pilfer have to throw'the switch to open the near the switch, then jump from the 
hidden tedge. the chamber there. door to the left. The door Is on top of the low wall to grab tne \ 


a timer. door ledge. 


The Caves 


Follow the hallway, and dispose of 
the lone wolf there. 


mie i é 


The collapsible floor sections reveal In the lower area, head through the Run and jump across the chasm.to 
an area below. Drop down. opening in the wall. the ledge on the far side of the 


large room. 


Waste the wolf, and throw the switch Drop down to the area below, and 
you find in the distant upper make your escape through the. 
chamber. large portal. 


City of Vi LCABAMBA 
Se 
T 


he City of Vilcabamba is a relatively compact level that 
begins with a major wolf ambush. Be ready for action. 


=i nD = 


Get those guns out, and realize you {f you attack aggressively, you have 


don't have much room to maneuver less chance of getting swarmed 
in the short hall. under by the pack. Don’t be afraid to 
use a Medi Pack. 


You might as well make the loop: 
now and clean house. 


Above the bear's stable is a Med 


Pack to help ease the pain ofthe —g 


encounter. 


Behind a pillar in the far c 
the large underwater chamber is a 
hidden fever. Pull it. 


Climb to the window ledge, and 
Jump across to the far opening. 


i Paci 


pal out the nearby MR teach 


- Take the Gold Idol and the Silver 


j, and use the block 


The Silver Key door is down a Investigate through the open door- 


path off the courtyard. Watch for way once the wolves are whipped. 
wolves as you approach 
the structure. v 


This second chamber has. 
collapsible planks. Climb the 
ledges to the top. 


When you throw the switch, a trap- 
door opens beneath Lara. Let her 
fail into the pool, 


On the upper ledge on the far side 


of the pool is a switch that stops the _ 


blades. To the right of that isa 
hidden hallway, 
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swite! ‘in the upper room. Co llect 
the goodies from the structure’ 
roof on your way down, . - 


Instead of surfacing in the large 
pool, swim through the smaller tun- 
nel in the wail. 


Follow the dark halway t to a secret 
stash, then check the area near the 
bear's pool, = 


Up an top, ai the bats and jump 
across the opening in the walkway. 
The switch | in the chamber opens a 


_ trapped. Stick to one side aa rush 


“past each blade, 


ber ifyou need to backtrack. From 


~ the upper ledge, take potshots at the 


bear near the pool. 


Near the bear you bagged fram 
above is a lock; insert the Gold Idol 
inte the lock to open the exit. 


Leth Valley Lost Valley Lest Valley 


LesT VALLEY 


iL x 
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In this direction lies the mechanism From up above the falls, you can From a low rock, you can bring the —‘ There's another wolf waiting down 
that requires the Machine Cogs. see wolves below. Head carefully wolves into range, but stay out of the nearby tunnel. 
Head downstream to the falls. down the rocks to the right. their reach. 


s: 
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The large mass of white rock is the If you'd like a few more kills, there’s 


Backtrack to climb the large mass of Drop down into the valley and =F) 
way to the main valley. Continue a pack of wolves ahead. Jump white rock and collect the Large a pair of raptors. Proceed with 
past it a short distance. quickly back up the slope and you Medi Pack near the ominous caution, and read the tip for some 


can shoot them from above, T-Rex advice. 


The King 
‘As you approach the broken 
bridge, eerie music will alert 
you to the T-Rex’s approach. 
It's possible—just barely— 
to backflip (and backflip) and 


nee eS 


ma = a cceeaimmemme " kill the beast before it can get 
A desperate series of backflips can Check out the passage obscured by its jaws on you. However, it's 
give Lara enough time to drop'the way and shoot at the T-Rex as it vegetation. easier to run into the dark 
onrushing beast ... passes in front of the opening. hallway located on the right 


Watch out for the raptor farther in. side of the valley as you 
come in (find it before you 
trigger the T-Rex). The T-Rex 
can't fit its head into the hall- 
way, 0 you can shoot it as it 
paces past the opening. Be 
patient. 


Follow the tunnel beyond the over- 
growth and drop another raptor. 


In the small chamber, climb 
the rocks to the right of the 
waterfall, 


At the peak of the falls’ cavern, 
Lara can pull up and stand, In the 
back, on the right, is the secret 
chamber. 


Tha Machine Cogs 
Once you have all three 
‘of the Machine Cogs, 
you'll need to insert them 
ina mechanism near 
where you began the 
level. Backtrack all the 
way out of the valley and 
climb‘the rocks to the left 
of the huge falls near 
where the level began. 
Go as far upstream as 
you can, and jump 
across the water, being 
mindful of the irregular 
ceiling. You have to make 
several running jumps 
back and forth across the 
stream, but the path 
leads directly to the 


mechanism. 


a Lost Vai 


Valle, 


2 


ciate cP 


ae 
Climb the rocks to the left of the 
large fall. Jump and grab the crack, 
then shimmy out across the falls. 


On a ledge high above is the first of 
the Machine Cogs. 


Follow the underwater passage 
below the falls back to the vailey 


f 2 eras 
Return to the valley floor, and inves- Behind a rock ta the right of the 


tigate the plant life to the right of the waterfall is another secret stash. 
same waterfall. 


At the far end of the valley are 
more raptors and a large 
structure. 


“= 


Before you go inside, back offabit You can climb the racks along the == Jump and grab, and pull Lara up to 
and check the rocks on the right. cliff face in the direction of the the level of the rooftop, 
structure. 


tS f a 
Don't overlook the ammo over the —_ Inside the structure, dive down to 
crest of the roof. You can slide down the right of the waterfall, 

the rocks an the far side of the roof 

to return to the valley floor. 


— r é 


You'll have to run and jump to make 
the comer of the distant roof. 


Lest Vell q{ both Valley ! Levi Valles 


= - 7 oe a 
a 83 
A " 
You'll find the second of the Back outside the structure, youcan Follow the tunnel, then run, jump, The three Machine Cogs in hand, 
Machine Cogs ina small underwater see a well-littunnel on one cliff face. and grab the farside ol the broken backtrack upstream to the 
Ghamber ate bridge, Collect the third of the machanism neat where you 


Machine Cogs andihanganddrop —tarted the level. 
back down to the valley floor, 


Consider both the overhead obsta- Run, jump, and grab the ledge near Cras the midge and insert the 


In the whitewaler end of the 
cles and the landing area when you the entrance to the final tunnel, Machine Cogs on the bare pegs, stream, near the cog mechanism, 
make thas running jumps across Throw the switch to divert the water 5.4 small chamber to pitfer. 
che water fiow. by this pleture, there's a Secret 


to the left. 


cout 2 


pomameue tat eames aaa aol a a eee - 4 (Gee orang! 
Near the floodgate that the cag 
mechanism moves, @ Shotgun rests" you!ll kurtace ina small secret efeek. The bed Is dry, thanks to tl 


next to the skeleton of its previous Heine floadgate. 
jowner 


oe re ool 


you'll find # passageway revealed in 
ithe absence of a waterfall: you're af 


the end of the level. 


Hh more vf Realones Taek eR 
rE: wpe eee ects 


Oh te ren roam De rere 

emia rants eam pee 
pie prtainasp ay in op 9 er Ym rh 
Sararesalepe-fe peso a 


eel eeeeeten ee ee coe a 
eR en Om Crete at we a ht 
oa (et Pa en be 
re forward from the edge of the pit to 
backtrack, 


2 Towels of ofa Towel vf eae 


The Spiked-Floor Secret 

To get oul of the room with the 
floor cavered in spikes, walk care- 
fully to the area below the door. 
With Lara's face pressed up. 
against the wall, use the forward 
and grab commands to reach the 
ledge. If you try to jump and grab, 


Lara will fall back down before 
attempting to grab the ledge and 
will be impaled. 


a eee ie a a a ee 
oe ee Coe —- (Pe ee rece eee ees ee nae ie es ae ee 
escape tunnel'is the one withthe _celting falls down, 
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The boulder a he top of th ow With the boulder in pursult, rol ee Up the boulder ramp on the left Iga ‘Cllinb the tower to Yh apeeedt 
ramp must be released, Run-up grab the edge ot the ramp, then ledge to-climb, where you'll find the Neptune room. 

the ramp a distance and rolluntil  dropinto the sale zone asthe rock Alas Key. 

you coax it free. 


P 


‘The Pressure-Pad Secret 
To reach the door of the secret 
room before If closes, you have 
to be willing to absorb some 
damage. No problem: as long as 
you live, it's the last thing you 
have to do in this level, and 
Lara’s health will be restored ta 
full when you begin the next 
mission. Jump to the ledge 
above the door to the Thor room 
and step on the pressure pad. 
Tum to the right, and run off the 
Jedge in that direction. Keep. 
running—don't jump—and you'll 
drop down rapidly without get- 
ting squished, When you fall to 
the walkway with Lara facing the 
comet of the room, rail and run. 
You should be just above 
‘ground level and heading = a : 
straight toward the doof. It's i Ant The pressure pad above the door to Apply all four keys to the locks on 
gonna be close. the Thor room opens the room far the ground floor, and exit thraugh 
and kill the fons. The triggé below fora very short time. See the the unbsrred portal, 

seek is on top of the entrance tom ole about surviving the quick 

‘Thor room. ow 


yater passageway. Collect the Neptune Key fron the 
dead-end.in an-uriderweae ‘efieck the celling for.a small of ‘end of the underwater passage, ane 
pabsageiney shoot. Throw the switchihers a "hake haste for the Neptune noose 


Inside-is:a-deep poo! that sears ia 


far above. 


Farts 
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= Blast the crocodile before 
} you take a swim; swim 
through to the 

larger cavern. 


Try to get out of the poo! when the Expect more fion trouble from along _Inside the building, remove the 
patrolling lion is at a distance, and the left side of the structure. lurking lion: you'll be glad you 
you should be able totakehimout = 9 did later on. 

with the Shotgun. 


Se 


climb the clifs to the let of the From the upper walkway, you can Jump down the rocks along the cav- 
Structure, and then use the block ta spy a small cave to the leit of the erm wall, finally running and jumping 


feach the upper walkway. Don't pool below. 3 ~ to the small secret cave. 
‘overlook the Large Medi Pack on the 
same level as the block. 


jut halfway along the crack is 
Big enough for Lara to 
Herself into. Raid the 

ber to the back and right. 


‘Backtrack to the upper ledge around Silast the crocodiles from above Jump and grab the crack, and 
the structure and down into the before dropping down to collect the shimmy up above the crocodile pit. 


Passage near wis you sratieal ‘Small Med! Pack. 
the Secret. 5 Ain ot ae vette 5 


eS Pe We we 


Up the stairs is the Colosseum On the perimeter of the Colosseum Try to mop up as much of the 


Past the crocodile pit, drop into 


the hallway and throw the switch. proper and one of Natla's men are three rooms with sealed doors. _wildlife as possible, then drop down. 
if you didn't kill the lion inside waiting to stage an ambush. to the floor of the arena. 
earlier, you'll regret it now. Chase him off. 


3 = 3 ao pe . Ee —— 
I Get out your Shotgun and slide Dispose of the lions and thraw oth Fellow the open passageway tothe There are lions aplenty waiting for 
you yigun an eanee bottom of the open pit outside. Lara to climb back up. Use the pit as 


down the slope through the 
pening in the wail. 


an obstacle and a refuge. Check the 
rocks for another lion and an 
open door, 


inthe chamber below, hit the first in the Jeft-hand room, you have to. in thal second cell, bear to the right, Proceed down the now-opened 
pressure pad, and run through throw the switch, then hustle to and you should just make It inside hallway, walking carefully past the 
the door an the left. another chamber next door. a small antechamber. Throw spikes. Follow the passage and 
the switch. ; climb up. 


; 
Scour the rocks for ammo, and Run and jump to the small sloping Be ready for gorilla trouble when Once you've disposed of your ene- 
look in the direction of the central rock. From its far end, you can run, you make it up onto the ledge: dan’t mies, pull out the block and throw 


structure. jump, and grab the ledge nearby. fet him push you backward! the switch you find there, 
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The switch opens the first of the You can use the low stone block on Another perilous boulder ramp 
perimeter doors. the floor of the Colosseum to climb awaits. Walk io the edge of the 


back to the bleachers. opening, and jump forward and grab 
as the rock is released. 


The room of tail pillars hides 
‘and let the boulder rall overhead. ‘switch in the small room. goon as you make your way to the one of the sneaklest Secrets in 


next open door in the bleacher area. 


Sie aL ey 


‘Stand like this, and you can heara From the proper position below, Find Magnums in the smail chamber, Return to the room with the tall 
door open far above. jump forward, jump right, jump as well as other prizes. pillars, and throw the switch high 
back, jump left, and jump forward. on the wall, 
You should reach a high ledge 
before the door closes. 


Negotiating the Pillars 
Making the series of 
Jumps to the top of the 
pillars can be vexing, but 
it’s not too bad as long 
as you start in the right 
position. In fact, that's all 
‘there is to it because you 
Mors won't have time to adjust 


‘ i = 2 p 
ee ae EE — | ——— on your direction on the 
In the new room that opens in the Throw the switch you find to open Push the block all the way into an way up. Stand as shown, 
bleacher section, push In the box. door back in the central area of the adjoining chamber, and then pull it and jump as instructed. 
Calosseum. out of the way. Hit the ground running 


on the upper ledge, and 
the Magnums are yours. 


B) Take the Rusty Key, and back- 
j track to the central area of the 
Colosseum, 


PALACE MIDAS 
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Don't forget to check the now- 
opened door at the botiom of the 
stairs, then use the Rusty Key on 
the lock. 


dump into the water and swim to the 
next level. 


Sy 
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Check the next door in the: Configure the swliches in r z : 
perimeter area. the proper pattern. STEN Through the opening in the wal 


‘the floor is covered with spikes. pull out the bax to reveal a short 
Walk stowly. hallway. 


a |e ‘ 


u s 
Pie 2s PAN AL f 1 
Teowing the switch in the short Run and jump around the room, Get out that Shotgun before the Drop the gorilla and take the third 
hall raises pillars among the using the pillars. has aead 3 -_ will fy ie “i ‘lead bar. 
Hen as you land. 
—-- . . -—. ———" ar |: 
| | / s ‘ 
i} ; t 
| 
_ | 
. k q J 
re Hh es *% 
; ast ‘ Hf you check the exit area, you'll find Backtrack to the beginning pool. 
There's one last door {o open Open the final door in the area, 
with the combination switches. That's the exit, but you need gold et apathy eee fixtures The garden is down the dark {unnel. 
bars before you exit, not lead. 
- "fe ge 


i . 


i nv] 
| 
| 


k ae coe : « ge = 


Expect rilla busines Inside the garden, notice the Just inside the garden get, there's As the trap opens, roll, then 
viegeden ge ii re a switch hidden in the bushes. Tha! jump backward before the floor 
opens the sealed interior gate, can collapse. 
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The secret to success in the Cistern concerns the manipulation of the water level. A sin- 
gle switch tloods or drains the area around the large central pool. As long as you get 

Started in the right direction, you need to throw the flood switch only once to gather 
all the keys that allow Lara to exit. 


Drop down into the small room, r i i Pack, th drop Turn to the right as you enter, and © 
being mindful of the presence of _ the adjacent chamber. through the hole | in the floor to find jump to the small landing. Blast the 

8 thriving rodent population, and the main area. rat and grab the crack. 
push the black. 


: u — EEE ll aE & Se 
i Shimmy along the crack to the Climb up at the end of the crack, Follow the upper walkway around Run and jump to the walkway where 
commer, and then continue to and iook to the right. to locate the first Rusty Key. you entered, then run, jump, and 
Drop down to the ledge grab to reach the first locked door 


hi left. 
ey Immediately below. = on the left. 


a of en a | | es 
Climb to the walkway above using Run, jump, and grab your way up Stand like this and backflip, and 
the ledge near the door, and one of the ascending walkways, and notice —_Lara will land on the ledge with 
Natla’s henchmen appears. Drop = the ammointhe niche below . ‘the ammo. 

down and chase him off. a the crack. 


jse the Rusty Key to open the 
, prepared for a gorilla ambush. 


The Backtlip Trick 

The simplest way to reach the ammo on the slightly lower ledge— 
below the crack in the first Rusty Key room—is the backflip. Put 
your back to the ammo, stand at the very edge of the walkway, and 
take one step forward. The lower trajectory of the backflip allows 
Lara to land on the ledge without bonking her noggin, 


p the walkways, and this 
down and grabbing each 2 time run, jump, and grab the crack, 
lower ledge. .—.-- * ‘Shimmy to the right, 


a 


Use the slopes to reach floor level in the big lizards, and check Climb the ledges along the wall, in Run off the high platform in the 
the large chamber, being wary of the the tunnel in that direction for arat — the direction of the closed door. direction of the lower ledge, then 
lurking crocodiles. and his Large Medi Pack. grab the crack and shimmy left to 


the deor, 


Le 


{ Sa Re Dimes As 

Jump across the pit, then past the Follow the passage toa sealed door — Alun and jump to the top of the When you return to the area 

spikes to the passage below. near a pool. Climb the ledges, and ducts, and throw the switch to near the pool, a henchman 
don't fall in the water. ‘open the door below. attacks! Scare him off and clalm 


the first Silver Key. 


%. 
_ 


Jump in the pool and follow the Climb ashore at the small pool, and — Up above the small pool, you 

underwater passage. peg any pursuing crocodiles. can see an underwater-type 
lever. You'll have to flood this 
area to use it. 


D7 an 


The Dry Lever 

You'll have to backtrack {o the tall chamber with the underwater: 
type switch high above once you change the water level. Right now, 
it's a convenient stop ftom which to peg crocodiles, but there's 
nothing you can accomplish just yet. Once the croc takes a float, 
continue on through the underwater passage. 


Follow the underwater passage to —_Dive down into the shadows of 

the large outer pool. Climb ashore —_the large pool, and enter the 

and rid the area of rats and reptiles. narrow passage. There's ammo { 
Notice the dark area onthe right. ——_in the floor about halfway along. 


‘Swim to the low walkway surround- From the top of the pillar, youcan Get those guns oul and trade pot- —The switch on the wali controls th 


Ing the opening with the ramp, and jump to the nearby Janding. shots with the goon. Be careful not water level. Go ahead and throw iti 
climb the ledges on the left. to fall through either of two holes in but don't dive in. y 
the floor. L 


’ 
J 5, te 


High on the va ted dark The first box of shells is the easy Return to the floor—perhaps With the switch in the down posi- 
corner, Is the opening to a one: slide down the slope then painfully—and clear the ducts tion, dive into the water and avold 
secret chamber. Climb up the jump and grab the far ledge to above the switch. the rats as you seek out an under- 


ductwork and see. score two more, water passage. 


fm and jump across the water yater to Hang and drop into the fow hainnel Step into the pool, and pull back 


Follow the passage, and angle to 


the right in the new chamber. the ledges, and jump and grab from with the rats, then return to the immediately to keep from sticking on 
Only one low section of the walk ‘the lowest one to discover another now-flooded outer area, Apply the the spikes, Swim down the passage. 
allows Lara fo cllimb ashore. Rusty Key. Follow that path. Rusty Key to the second door, 


‘When you take the Gold Key Time for a backtrack—through: the ... eross the large room, down and all the way back to that 
trom the small chamber, the first Rusty Key door, along the past the pit with the spikes ... underwater-type lever, which is now 
) nearby door opens. You need to crack in the wall... submerged. Pull it. 
exit in that direction, although a 
crocodile occasionally has 
‘something to say about it. 


i 3 : 


Collect the second Silver Key from Climb ashore an the one To the jeft of the first Silver Key 


ies 
before you swim down through the the short passage, and return to the unexplored island, the one door is a movable block. 
; opened doar. flooded outer area. with the ornate portal. 
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Push the block aside to reveal a Backflip to the slope, and jump to Use the two Silver Keys to open The lock for the Gold Key door is up 
small chamber. and grab the walkway above to find the doors. That's the Gold Key above, and under guard. 

the stash. door ahead. 


Le Be : — i . — : _: = 
Expect serious lion trouble from the The switch opens the nearby door, —_ pull the movable block out from Use the block to climb to the upper 
open Gold Key door. Try to satten teleasing mare lions. i's not neces- _eside the switch. ledge. Don't overiook the 
them up from above. ‘sary to throw It. 


Magnum ammo. 


Drop through the hole behind the 
movable block to put the Cistern 
behind you. 


Tate 
ee 


PE 


* a ‘ : 
7 - & | : 
i-i> : 


ee 


Tome fag ene Ye poms Set Gees te ce one ee 
2 Sper phones sae along the surlace, At the end of the. water to continues: 
narrow 8 a passage on the right, 


poo! i 


nie sei vera Towels i) adage 


eS oe hs ed 
the. wall, and. keep jumping ail the 
way down the tunnel. 
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This level begins the first of a two-part set, as the vicinity is used again in the 

_ upcoming Obelisk of Khamoon. For that reason, there are some areas you can see 
but can’t yet reach, and you won’t fully understand the meaning of some things— 

like the pillar in the small poo!—until the end of the following level. 


In the area below is 2 pillar that In the area below are a movable box, You can Jump from the edge of the 


Traverse the broad cave where 
the mission begins. would let you reach the far tedge, a sealed door, and a switch. _ lower area to grab the switch ledge, 
‘but the pillar is too tall to climb. then flip the toggle. 


Move the upper box across the Climb up top, and get out those From the upper ledge, blast 
lower one and over next fo the pillar. Magnums to deat with the prowling the mummy lurking near the 
panther. "large statue. 


Pull out the lower movable box, 
and check behind it. Use the 
lower box as a platform for the 
Upper box. 


Climb up on the teg of the statue, In a chamber behind the statue Check the poo! below the pillar for 
and walk beside its head to the wall. await ammo and the Sapphire Key. © Magnum ammo. 


eer ; : 
You can climb up the tow ledge in Pull out the movable box beneath © Get out those guns in preparation The tunnel continues from the ledge. 
the corner to reach the upper walk- the large statue, and insert the for a panther attack. You'll be safer if Be ready for action. 

way, and run and jump from there Sapphire Key into the lock. you climb the fedges on the right as 

fo grab the top of the pillar. eee = -you exit the passage, 


L = me Tb ee *, L 
Travel in a straight line so that Lara The new area is dominated by a Peg the crocodile, and drop downto At the end 
can backflip while firing at the shrine with a cat statue and an over- the sand. You'll see two corridors. tunnel is a Large Medi Pack, 
onrushing beast, head rock formation, : Be Soe free of charge. 


j \ 
ae Bi 


) 
When you ii 


investigate the ramp, a Check the dark corner of the large Jump across the slope to flat The first order of business is to 
boulder drops down. Roll and run area to the left of the cat shrine. ground, and you can clean oul the open the doors below the cat 
and duck off to one side, smail niche. Statue. You'll have to take a 


clrcultous route. 


area, Jump up and grab the edge of 
and quickly climb on top of the ‘the low ledge, and pull Lara up 
structure. Dispose of the croc. to discover a movable box. 


‘Move the box into position on 
the central walkway. 
to throw in the upper passage. 


Push the box aside to open 
a passage. 


golden walkway. 


On the side of one low, dark — 
block is @ switch to throw. 


to the rock formation, 


rom the cornel piece on the shrine Drop down below the cat statue. 
roof, run and jump to the ledge and investigate only the following area, 
collectthe ammo, ~~ *— or you'll fall into a nasty trap. 


From the outcropping in the direc- 
tion of the statue, run and jump to 
the top of the shrine. Collect 

‘the goodies and look for the 
adjacent ledge, 


The trapdoors surrounding the cat From the left edge of the ledge over- Carefully gather the ammo, then 
statue open. Lara is taking the long looking the cat statue, run and jump walk and slide down the slope to the 
lower portion of the racks. 


From the top of the box, you can. There's a small hole in the ceiling of +The switch extends a large golden 
reach the open portal. the chamber, and you'll find a switch walkway into the upper portion of 
the chamber. 


Run and jump to the walkway, then 
jump from its edge to grab the floor 
of the roam above. 


The Cat Trap 

Below the cat statue, you can. 
see two hallways leading 
downward, and at the bottom 
of one you can clearly see a 
pit of spikes. If you investigate 
the hallway that you can't see 
the bottom of, the floor turns 
into a slope and Lara slides 
foward the spike pit. As long 
‘as you don't panic, you can 
jump from the slope as Lara 
approaches the pit, and catch 
acrack in the wall. Shimmy 
left, and climb up. 


There's a hole in the tloor near On the ledge down below, don't © Ahole opens in the floor of the large Grab the ammo behind the statue 
some ammo. That's the proper overlook the switch in the shadows. area, allowing sand to flow. before you check the large chamber. 
route out of the area. 


f From the low ledge, you can take Expect more trouble below when 
ready to use Med! Packs liberally, the medium-height pillar across the care of any new arrivals, you cross the bridge to the plattor 
and consider the options. Youcan room. If the panthers pounce too 
either get really tricky ... ‘soon, you may have to circle around 

‘and try the climb again, 


1 ; . a 
Run and jump and grab back to the Inthe corner behind the statue is @ Follow the hallway, Shotgun at the Climb up to the low ledge trom the 
left of the passage through which secret box of shells. ready: there’s amummy ambush sandy floor, and follow the tunnel to 
you entered. dead ahead. You might consider an upper chamber. 
rushing past the mummy into the 
large open chamber. 


Fl = a — ae 
There's an opening up the slope, but Atop the pillar sits another Sapphire Run and jump across the platforms 
check the pillar first. Key. Take it and climb the hill tothe along the right-hand wall to reach 
opening =... i the ledge on the left. 
* 
ae . 


Throwing the switch on the ledge Don’t jump directly into the hole, Hang and drop from the side to 
redeposits a great deal of sand in but jump off to the left into the avoid the slope below. Throw the 


the large chamber back across large room. switch and make good your escape, 


the ledges. 


In the tall chamber with many ledges, Lar: quite a 
bit of climbing to do before she can reach a \evel near 
the top of (he Obelisk, None of the jumps are too crazy, 
however, so just be methodical about it; wall (o the 
edge of each platform, and manipulate the camera view 
to get a good sense of each distance. 


Double back along the wall: 
where you begin climbing ta 
reach the upper ledge. Use 
the panthers th the pictures 
for reference. 


Thanks for Nothing 

If you go down through 
either of the openings an 
the ledge with the Large 
Medi Pack, you enter a 
small chamber with a 
couple of zombies and 
no pickups. Afiet they 
slap you around for a 
while and you use up 
some valuable ammo 
(and perhaps that Large 
Medi Pack?) you get to 
redo all the lovely climb- 
Ing of the ledges In the 
large adjacent chamber. 
The exit from the zombie 
room is back at floor 
fevel, One more time: 
dust don't do it. 


Throwing the switoly lowers another 
plank in the direction of relic. 
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Eventually. you can grab the small: 
platform on the same level as the 
Large Medi Pack, 


So, prudently advised, you 
-cantinue up the ledges. Note the 
panthers below. 


You'll take a beating charging the 
zombie, but you can't afford to 


stand on the walkway because he'll, 


Knock you back into the deep 
ichamber.- 


Before you head down to the prize, Run, jump, and grab from the walk- 


Take the Large Medi Pack from the 
ledge, and read the next caption 

‘and the nearby tip before making 

any rash moves. 


Finally, you can run, jump, and. 
grab the Walkway above the ledge 
where that Large Medi Pack rested 
previously. 


There is nothing of immediate 
interest in the zombie's room. 
Later, you'll open the door from 
the other side. 


7 ge 


venture through the row of columns way near the columns, and Lara 


and check the top of the Obelisk. 


alights atop the Obelisk, 


Do not go down there, Jirst dan't 
do it. 


——— 
Pull Lara up to the walkway near the 
‘switch, and whip out the heavy 
artillery. Head up the stairs on the 
Fight ready for the zombie. 


ra 
| 
me | 


Return to the switch on the walkway. 
‘below the wide stairs. 


From the top of the Obelisk as Lara 
Jands, look down low and to the leit. 


‘There's another Secret behind that. 
-omament, 


i 


tae i : F 
Collect the ammo trom the ledge Back near the beginning of the City When all four relies are placed , the 
near the poo}, and followthe pas- of Khamoon level, place the four nearby double doors open, allowing 
sage to an adjoining chamber. Exit small relics in the corresponding pil- Lara to lake her leave. 

to the right. lar plates, 


SANET Y of THe Screw 


oe WEF] fee. | i a 
— From a low pillar near the wall, You need. to. reach the long rock Up above, roll through the trap. and = Throw the switch on the wall, then 
you can begin to climb upward. © walkway extending aut into space. continue down thé path. Watch out —_roll and whip aut these Magnums. 
Run and jump to the pillar below for a break in the walkway! 

its tip. 


Winged Nightmares 
The flying demons that 
appear to deter Lara’s quest 
are tough little buggers, and 
fighting them is complicated 
by the fact that our heroine is 
standing on a narrow ledge at 
a dangerous height. Try walk- 
Ing to the edge of the ledge in 


-. 


The switch opens a door on the far... and throwing it also invites the Upon the demon's demise, jump 


the direction of the demon, so ff Side of the sphinx ... first of the winged demons to over to the Large Medi Pack. You 
that Lara can target it sooner, Lara's party. can hang off the far side of that 
and then hopping backward ledge and drop to return to 

as you fire and the monster the ground. 


approaches. It'll try to get 
behind you, so the sooner 
you get Lara's back to the 
wall, the better, but you need 
that extra target time. It's 
bound to close the gap and 
beat on Lara a bit, but the 
Magnum will soon settle the 
scove and the Uzis are just 
ahead. 


From the front of the sphinx, lock to When you run out of pillars to jump —_Clim® to the upper walkway and spy 
the low, light-colored pillar te begin to, moving in the direction of that a distant switch. Waten for breaks in 
climbing. first switch, grab the crack and the path! 

shimmy tight. 


The switch at the end of the path Threwing the switch also ushers When the demon is dust, run and i 
wens the seated doornear where «= Arlother of those Aawy dip a a shght angie, juste We ater platfort. From thers. get 
you slid from the back of tte sphinx. winged creatures. switch, to the nearby ledge. the next of the upper ledges. 


Tomb Raider | 


PRIMA’S OFFICIAL 


The Uzis:*~ 

Lara's high-end 
weapons, the duelin’ 
Uzis, res! on a small 
invisible platform some- 
what near the sphinx’s 
head. To get the guns, 


4 
[ 


te Ae etytnhy wet oes eey Run, jump, and grab toward the ty Coe mr Get al ae De ae 


jbl om thal leads toward the sphinx, you guns, and Lara will clutch the edge arriving demons, Say, you guys don't 
wall and clutch the trans- can spy the Uzts in midair. of an invisible platform. Climb up close the gap like you used to 
and grab the Uzis. 


parent ledge, The Uzis 
are, of course, ideal for 
battling huge winged 
demons, as you very 
quickly have occasion to 
learn. Do hold. down the 
walk button as you 
unload some of Lara's 
clip collection on the 
guardian demons, as the 
platform is one small 
square. 


Ai 
From the invisible Uzi platform, run, Continue along the cavern wall, and he 
jump, and grab back to the walkway you'll spy # welllit opening above. 


protruding from the cavern wall. That's the portal you unsealed with 
the first switch 


In the small chamber, circle ta the ‘Use the box to climb to the 

right and push out the box. upper lodge and trade shots 
with the Atlantean in the 
adjacent chamber. 


When the horseman gallops off men as ew Oe Slide down the same spot where 
into eternity, Lara ig free ta claim beldw as you return to the back of \you slid down the first time, and down to the water 
the first of the two Ankhs. the sphinx. you'lt discover the door you opened 

with the second switch 


JAwchuary of the \cien 


a J 
- Slide backward down the slope —‘There’s another lang slope in the tn the poot below the bridge is a Slide and jump from the very bottom 


and giab the edge of the ledge.  adjacentarea. Slide down and into Gold Key. Take it, andreturntothe of the long slope, and Lara can grab 
_ Shimmy left to the platform. the water. area above the second slope. the edge of the bridge. 


* 
: rm : vy a 
At ane end of the bridge is a Be prepared ta take some damage Inthe chamber where the horseman —_—Return to the large sphinx statue in 
_ sealed door, Al the other end is fighting on the narrow bridge. Alit- waited is the second of the Ankhs the cavern, As you face It, Lara 
the tock opened by the Gold Key. tle of the Uzis might end the battle can climb the right paw to reach 
quickly. the back. 


There are plates for the Ankhs When both of the Ankhs are placed, In the water below are two sub- Near the feet of the submerged stat- 
on the front and back of the the door between the sphinx’s paws merged statues, Don't bother with ue on the right is a tunnel, Near the 


statue's head. opens. Hang and drop down. pickups right now: swim down to door, on the right, is a lever to pull. 
the right. 
i 
i” een 
os 2 ee —— “3 fe, aj 


The current sucks Lara into another Follow the walkway to the cavern The water level in the statue cham- = The switch opens a tunnel near the 
chamber. Climb ashore and scale and dispose oi the winged demon —«er has lowered, allowing Lurato§=——ppawes of the left-hand statue. 


the pillars to the walkway above. wailing up ahead. easily gather pickups and throw the Swim down 
switch on the right-hand statue. 
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ee of her weaponry by the evil Natla, Lara must pursue the enemy despite her 
ck of self-defense. The first part of Natla’s Mines focuses on Lara getting her Pistols 
back in hand, after which she can at least give some account of herself in a gunfight. 
The rest of the weapons reappear in short order. This leads to an important point: lean 
on the Magnums as much as possible in this level. Conserve the Shotgun shells for an 
upcoming battle, and you'll be glad you did. 


r Folfow the tunnel behind the falls, The switch opens a passage back Backtrack nto the pool = & 
: otagel Check behind the —_and look to the left when it on the shore opposite the falls. below the falls and explore the & 
| watertail to discover a tunnel. broadens. Throw the switch. pathway past the boxes. 


Amine shaft is blocked by an Pull the movable block out of the The switch in the tunnel opens Double back to the path behind the 
ore cart. Look to the left. rock pile and explore the tunnel. another gate—back behind the falls, and head up the passage past 
waterfall. the first switch. 


«OR Bee Os: 


af ga Se a = ae = 
Run and jump to the landing with Inthe open area, asmallroomis Near the suspended room is acon- In an adjacent cavern are two struc- 

the hazard barriers. Follow the suspended fromacrane. Therein _trol panel. It takes three Fuses to —_—_tures: a movable box, and a gate- 

path there. wait the Pistols. lower the room. way. A passage begins off to the left. 


Vere ee 


Run and jump to the top of the near- Drop into the structure and follow 

by structure, which has a collapsible the tunnel. In a niche on the right is dropping to the top of the box. 

section initsroof. _..  & Switch. Throwing this switch Check the closed gate, which opens 
repositions the boat near the falls. as you approach. 


ap 
x 
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Inside is a set of hazardous hurdles. if you can make it flawlessly over _In the short hallway is the first of the Watch your step as you follow the 


The idea is to run and jump the hur- the obstacles, youhave just . ... three Fuses. tunnels, as a boulder rolls down 
dles without error, then duck off te enough time to enter a short hall- each slope. 
the right at the end of the run. way on the right before a boulder 

seals the portal. 
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Racing the Boulder” 

The little row of hurdies 

is one of those merciless 
exercises that really shouldn't 
be so hard. As you make the 
fun, remember that it's 


ntually, you return to the hur- _—_—First Fuse in hand, head back to the Pull out the dirty box in the room than stern} 


‘to the walkway to dis- boat near the falls. Climb aboard _full of boxes. don't want t.érop bab a6 
passage back tothe out- and jump from there to the shore. low points in the path, 


Imagine that you want to 
jump a step or two more 
than a square sector away 
from each obstacle to give 
Lara time to get some — 
height. If you screw up the 
run and don't get flattened, 
climb up the same long, 
slope the boulder rolls 
down. You'll find a passage 
A Te r that lets you drop back out- 
he first box into ihe sme Throw the switch behind the boxes, The ore cart has moved from the side the gate. Reenter and 
the left, then pull out the and then head back tothe mine with mouth of the mine, allowing the obstacte will have reset. 
and pullitoverto ~ the ore cart, 4 


Use the box to climb to the short The switch opens a gateway back Continue in the mine shaft a 
upper hallway and throw the switch. near the hurdle puzzle. short distance and it opens into 


a cave, Go just far enough to 
pick up the second Fuse, then 
backtrack. 


Enemy Mine Shatt 

Past the staal cave in she ine chal sie you clint uy and 
throw the switch, the shaft opens into a large cavern. The second 
Fuse sits on the ground near where Lara enters. You can pick up 
the Fuse and return to the mine without attracting unwanted 
attention. However, should you venture any farther into the large 
cave, one of Natla's thugs shows up, and he’s not merciful, in 
Spite of the fact that Lara is unarmed. If you trigger him inadver- 
tently, jam back up the mine tunnel, and continue running back 
toward the falls. Hopefully he'll lose interest. 


Head back up the trail behind the To the left of the house, on the 
—_ WAM 2. 5, . tia ad's. ok leit, Is the passage that was 

s opened by the switch in 

the mine. 


Throw the switch and collect the Insert all three Fuses inthe control _Inside the lowered room wait 
conveyor belt. The switch to third Fuse from the end of the panel near the suspended room. the Pistols. 


The third Fuse sits on the 


operate the belt is through the conveyor belt. 
opened gate. 


% 1 eo f \ 
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Climb on top of the small Just inside the passage is another —_In the short upper passage, walk to Step onto the slope and jump as 
structure and look onthe side —‘tunnel, high and on the right. the edge of the slope. Lara begins to slide. There’s a trap- 
opposite the door for a passage door below that has opened above a 


high on the rock wall. lava pit. 


Jump back and forth for several Raid the chamber and throw the Pistols in hand, backtrack to the In the large fava tunnel, you can see 


seconds, and the trapdoor clos- Switch to open the exit. cave where you found the Fuseon —_a switch in the distance. 
es up. Stand on it and grab the the ground. Stick it to the cowboy, 
ledge above. and reclaim the Magnums from his 
fallen form. ad 


wee ®., Stic 


Shimmy to the right along the Run and jump from here to the dis- Run, jump, and grab the red crack 
tant platform near the red crackin —_ in the wall and shimmy right to 
_ the wall. the landing. 


yey 2 . 
Hang from the small ledge, then 


drop and grab the edge of the plat- ava flow. 
form below. 
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Slide down the slope and follow 
the passage. 


A boulder comes rolling down to 
seal the path—or smash Lara if 
you're stow to react. 


% >... 
Once you've taken all the prizes, a 
hole in the ceiling lets Lara bypass 
the boulder and return to the 
lava cave. 


Pull the dirty TNT box into the 
adjoining chamber. 


; BY ae eee ; 
You'll have to run and jump across © Continue along the tops of the pil Run and jump from the central rock 
the lava to the flat rock on the left. lars in the fava cave, stoppingona _o the opening in the wall of the 

central rock to look to the right. cave, and immediately push in the 
movable box. 


ars 3 te 


.—" ao F meas 
Move the box in the small chamber There are goodies In the immediate 
in the ceiling. passage first. ee 


of the boulder and claim the 
Shotgun off the tracks. 


+ nes ‘ ~ 
Te a &. s : .% 
Follow the flat pillars to the end of | Jump and grab across the molten —_The tunnel opens into a small cave 
the area and continue down floor and follow the tunnel. full of TNT boxes. 
the passage. ae 


= = we OS 2 To! vi 
Stand on top of the boxso youcan _—‘ Follow the pathway to a java pit. You From off to one side, let the bouldgl 
jump to an opening in the rock wall. can jump tothe slope on the right _—roll down the hallway and into thesa 
without slipping into oblivion. pit, then run and jump across. 


fi, : fore : j 


The path leads to the switch in Th. switch detonates the TNT box Follow the short tunnel to the room The kid on the skateboard has stum- 
the lava cave that you noticed ~~ 474 stood on back in the small of the white pillars. Get out those bled upon Lara's Uzis. 
so long ago. Throw it. cave. The explosion opens ahole in Magnums. 

the wall. 


ae 
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There's ammo scattered around the Dive down into the pool of water Follow the passage up from the 
white pillars, and there's a pool near the white pillars and raid the room with white pillars, ready to 
that’s filled with water, not fava. secret room. Backtrack. evade rolling boulders. There’s one 
ee mm dst rock at the top of the run, 
coming from the left. 


Bg 


’ 4 
or 
_ 
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If you can get the skateboarder to 
reverse direction away from Lara, 
run him down before he can turn 

and shoot. Reclaim the Uzis. 


ijn m ~~ ‘- 
: | 


Climb to the upper chamber to dis- Pull the second box out. 
cover another movable box. 


Climb into the tan room and push 
the block through to another 
chamber. 


Climb the ledges in the cavernous 
chamber. eae 


Drop down to the area below. Pull the block out, That will allow 
you to return and push the very first 
block one more time. 


Push the second box to one side. A gold door is revealed. Now you 
need to find the switch to open it. 
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When you return and push in the Ignore the trick door at the end of Back upstairs, the second gold door Another cowboy stands between 


f 


first block, a short hall is revealed. the passage through the first gold has opened. Lara and the end of the level. 
Throw the switch near the second —_ door. Throw the switch on the wall 
gold door. to the left. 


ral oe A, zs 
When the bad guy kisses the gravel, Jump along the flat spaces in the 


i 


Slide down near the wall to reach a 


Throw the switch in the short 


climb the ledge above the pyramid’s stope. flat landing near a passageway. passage and another gold door 
pyramid door. opens back near the place 
‘ae where you entered the 

~ farge cavern, 


mr. 


= ~*~) 
inside the opened chamber are a Insert the Pyramid Key into the lock 
Large Medi Pack and the and put Natla's Mines behind you. 


Pyramid Key. 


: : : is 
‘Wy te'Cax Oper'each pod ene ae —Seme of the eggs.remain intact for ‘To the left efthedeorip-ae-npee —_otiow the hallwey ate tie tala 
time. Leap back and forth to take the time being. Check the farendof passage. above the eggs. 

tare of business. the chamber. 


fos 


oS = “Ws LS 
i .s 2 J - ” _ = 
“ At the farend of the upper area,on The second switch opens a hallway —_In.the hallway is a switch thal opens 
hah for the fing demon thal the right, a switch. Throw this to off ofthe upper ledge. Watch your the door an the ground floor ofthe 
: | 2 open another small alcove nearby back for arriving Atlanteans. egg chamber. 
with a second switch. 


{if to the right you can see an opet ‘arig from the ledge, then Winp and 


‘Get oii these Uzis and check ine 
huge central chamber of the level. demon Into submission. passage, but there's aroute that’s grab the platform below. 
easier than the direct one. 


y i woh = . 
Sloan out the stiort turtne! and five You need to open the door before tisk fo if right, then jumip suid Throw thie witch in the hallveay 
few it to the: connecting hallway yeu jumo ever to the walkway. ‘grab the crack. Drop and grab it ‘iapen the portal above the ey: 
opening below. 
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Follow the pathway, collect the 
amino, and drop back down to the 
ledge above the egg, 


jump to the {lat places on the slope, 
The first time you do, you'll have to 


dodge # rolling boulder. 


Now pull the switch, and move tast 
to traverse the sieep slope by way 
of the flat spaces. 


J rf 
The exit. to (he room opens back 
near the entrance, Run and jump. 


along the ledges to the small: 
chamber. 


and jump to the walkway. Don'tlet —_ with the slope and the pool. 
the mutant circle behind you: retreat 
inte the hallway as needed. 


time. 


the first time, This (s just @ dry run. Jeading up to the high right corner epsbwcclin ithe achat gl 
alae Slide back down to the water, 


Es: 


hers — 
From a nearby flat space, jumpin —_ Believe it or not, you need to fill this Jump up and grab the walkway from 
the direction of the rock wall and: = room with lava. the floor, then throw the switch an 
slide down to the landing in front of the wall. 
the timed door, 


Throw the switch in the small cham~ The room is full of lava, but an exit Run, jump, and grab the law 
ber to fill the room with lava. _ has opened. section of the walkway, then head 
‘Backtrack along the same ledges for the exit 


Atlantis 


Swim down and pull the switch ta = When you step out onto the ledge, Cul loose with the Uzis, and keap 
aeross the hazardous pit. open the nearby door. the trap activates behind youand a the walk button held down as 
4 demon dives from above. you unload. 


Travel around the room, throwing 
each switch and defending yourself, 


’ Sets tearitp ith a wo Suntin wind inci nie 
oni, 
i one nearby, then follow the egg chamber, 

passage there, 


Grab the Small Medi Pack from Climb out of the water and follow Sian of is omnia aati The nearby door opens and the 
the pool. Continue through the ‘he passageway. switch. gtound begins to-shake. 
opened passage. 


A boulder rolis down and ses off Move the block over to the end of Exit through the red hallway. Circle — Now when you enter the room, the 
the exit route. the boulder ramp. around to throw the switch near'the block stops the boulder from séal- 
door once more ‘ing the passage. 
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Follow the haltway ane mutilaae 
some more mutants. 


? - dD ba i 7-2 Fw 
the chasm te x Collect the ammo and follow the Grab the ammo na fie vwaihy tiv 
tunnel to a strangely spinal cavern. demon attack. 


wu 


7. oe 


From the ledge to the left of the Time to unload some more Jump to the light-colored section of = On the far side of the chamber area 
entrance, you can jump to the small Uzi amma. spine and blast the mutants lurking pathway and a switch, . 
‘Square .plattorr: it to the lof. 


Throw the switch and mave the box 


" 


dump off to the 


Roll through the trap and return to 


ledge on the right, | ook sharp for incoming demons 
at the far end of the path to reveala the spine room. where the Atlanteans lurked baok in the huge main chamber. 
fassage. moments ago F 


Continue to ‘aroom ot tava:and The pillars reconfigure. New you C#® tHe Second rearrangement fete wee 
pillars. Run and jump to the cors** ‘make it to the central opening an = —trayerse the pillar tons te: fhe 
platform on the lett, then throw tntow the switen in tat short room’s exit, 

the switch. hallway. 


Step into the wide tunnel and yeu hes hate gent Follow the passage to the switch Jump up and grab the ledge as the 
" ¢ut loose on.the trio of freaks. S4uate in ort hallway below near the lava flow. Be ready to run in java fills the passage below. Pull 
" Backflipping and weaving while satin ah the tunnel nies the opposite direction from the lava Lara up. 
ni | helps a bit. e three freaks waited, you'll see when you throw the switch. 
running forward helps a b theta hes én yo 
the right. 


Fight your way through the wide, Before you dodge the darts and roil Continue to the large ornate Look ta the left as you enter. Push 


ornate tunnel, Need we say “Uzis”? — through the steel jaws, coax out the chamber. the block through. 
boulder by stepping onto the ramp 
and hopping back off. 


ie) 


Jump from the slope to make it Climb the ledges, pausing to throw ‘Follow the passage to another small 
In the adjacent area, two trapdoors across the spiked pit. Continue up _the switch, Return to the now- egg hatchery. 


sit near a sealed portal, Throw the: the passaq pened ; 
switch on the lett and let Lara fall. ~ fe i ont eee ee 


Stay mobile as the distant egg Down the slope, dispose of the 
explodes, Throw the switch on the mutants, but try not to target the 
wall to open the exit. The other eggs slender Atlantean 

open when you step to the rarip. 


Climb the rocks to reach the ledge 
with the switch. 
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A You have one last level to get through, this one beginning and ending with a big 
battle. The first confrontation is against Natla’s king beast, an Atlantean of immense 
stature. The creature is extremely dangerous, although it is slow to chase Lara 
down. Now is the time for using the Shotgun. The creature’s size means that it 
takes the full effect of any Shotgun blast, and that turns out to be a bit better than 
Spraying it with umpteen Uzi clips. Watch your step near the edge of the large battle 
area, pump off three or four Shotgun blasts, then circle around the beast. Roll and 
fire again. Repeat .... 


Get out the 12-gauge and go to 
work. if the creature can get 

close, it'll grab Lara and kill her 
| with a single attack. 


ster folds and explodes, you can 
collect a ton of Uzi clips from the 
area before continuing. 


i. 


At 


Zh 
} From the top of the block, you 
can jump and grab the edge of 
the upper passage. 


=) Head down the white-walled 
) tunnel. 


19> es 
A i j 
Across from the entrance to the © Jump back and forth across the 
room with the lava stream, you can ava, using the flatter portions 


see an unreachable passage. -—-—Of the slopes. 


Keep up the assault. When the mon- Follow the passage past the mov- 
able block. Leave the block alone. 


Roll through these jaws as with any 
other such obstacle, but jump back- 
ward after the roll before the floor 
ean collapse. . - 


Push the box and then double back. 


The passage wraps around to the 
other side of the block. Push the 
block, walk back around, and climb 
on top of it. 


You may take some damage, but Foliow the passage to the juncture 
simply surviving that little trick is an and hang a right. 


~~ accomplishment. 


fl 


From the opposite side, pull the box, Positioning the box allows you to 
then run back around through the = double back and reach the switch, 
white hall and push the box into the which opens the nearby door. 
final position. 


Jump back across the lava from 
direction of the unreachable side to side. Cross the extended 
passage. You'll see that a bridge bridge. 

has extended. 


At this point, look back in the 


Raid the small chamber and notice 


To lock the bridge into escape Jump back to the walkway near Follow the passage in the dark 
ig 


the switch: the bridge has retracted _ position, you need to throw the the slopes. Hop the lava to the corner of the room with the fava 
behind you. switch in the Secret area twice! room’s exit. stream. 


Be on guard for boulders in the pas- Roll and run, ducking offto the right = Break open the flooring—roll onto _ Back in the room where the 


sage ahead. 


The nearby door opens. It’s time to 
heat up those Uzis again. 


Lara is bound to take a few dart hits When you let go of the crack, jump 


en route, but she'll be OK. The dis- 
mount, however, is a kiiler. 


to let the boulder in the first hall find it and run off as It falls—then hang Scion is being used for Natla’s 


its niche. and drop to the area below. evil purposes, blast the relic to 
bring the house down. 
¥ | 
te 
* 
Cross the bridge and batter Through the floor of the cavern, in Run, jump, and grab the crack, -_ 
the mutants, the black rock, is an opening. shimmy to the right. 


Drop through. 


In the chamber with the huge blade, —_ With all the rumbling, it’s hard to 
approach from off to the right, realize that a boulder has 
as shown. been released. 


as Lara slides down the slope to 
reach the flat rock near the exit. 
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Battling Natta 


Defeating the mutant Natla 
will require using a few of 
those Uzi clips, but perhaps 
not as many as you might 
think. Keep mobile, and Natla 
will eventually get down to 
your level. That's better than 
trying to shoot her when 
she's hovering high above, 
Natla’s big trick is playing 
possum—she'll get back up 
after feigning defeat and lying 
still fora few moments. Of 
course, when you know this 
is coming, you're not nearly 
as likely to go wandering off 
(although there are more Uzi 
clips in a nearby hallway). 


Behind the large rock pile, Lara can 
begin her climb to the level's exit. 


Follow the passages and pillars 
back and forth across the rumbling 
cavern. Make sure you’ J 

health, just in ca 


Finally, Lara can reach a wide tunnel Stide down the slope, and the first 
r high above the ground. adventure of Lara Croft is history. 
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As with the filp side of this book, this end Is all about walkthrough. Specific strategies for every situation are 
built into each walkthrough—lovingly woven into each and every caption. 

Keep in mind the basics of Lara's movement: all specific jumps called for in the captions are executed from 
an edge unless otherwise noted. For instance: when jumping from Ledge A to grab Ledge B, you need to walk to 
the edge of Ledge A until Lara stops. Jump and grab from there. ff you intend te run and jump, walk forward to 
the edge, then hop back once. That's the correct run distance to jump from the ledge ahead. 

Also, note that in Tomb Raider ii, there are three small dragon statuettes hidden in each level. When you 
find all three, Lara receives the “Secret Bonus” mentioned at the beginning of each level. Unless you find all 
three, Lara gets zippo. Luckily, we know where to look. 

Of course, you've got to be able to move Lara with a certain amount of proficiency to perform some of the 
stunts required in the game. If you're having trouble with a specific movement or need a crash course in the 
basics, check out Lara's Home. Through the snapshot in the menu ring, you can have the run of Lara's mansion 
and the training equipment that helped make her what she is today. 

When it comes to combat, the general rule of thumb is to use the Pistols whenever possible—when Lara 
has some height advantage that keeps her out of immediate danger. Stockpile the best ammo for those situa- 
tions when the combat is toughest. When it comes to fighting foes underwater, try not to do it. Life is hard 
enough. If you can get ashore and shoot from there, do so. If you're fighting underwater, don’t go so deep that 
you can't get a quick breath when you realize you need one. And if the Harpoon Gun stops firing, it’s because 
you need to take your finger off the trigger to reload. 

Don't be shy about using a Medi Pack once in a while. Many of the enemies in Tomb Raider i! are heavily 
armed, and being tricky won't always save you from a barrage of automatic weapon fire. Finally, take some time 
to check out the scenery. There's some way-cool stuff here that it would be a shame to rush past. 
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Keep moving stranyht toward Stee Hang a right and wade Into the sreall: Grab the top of the tall rock wnd.pull Follow the upper pathway. Pull up 


copter leaves, poo! as a tiger sneaks up from up to the path, Cap the kitty. Seay reverse uiectian inert ric 
behind, Round the rock on the left. jump, and grab the ledge behind to 
continue. 
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There's a small gap where Laracan Collect the Stone Dragon from the ‘Climb as far-as you can up the rocks Jump and grab the ledge below the 
jump to another short section of ira fedge and double back to continue _@n Lara's right before running and =—_ opening and enter the dark chamber 


#08 Second tiger appears below alimbing the rocks. jumping to the ledge below:the high Drop through the trapdoor to the 
opening. pool below. 


ils seg = 1 az ; - ~S 
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Camb out of the pool, and run, jump. The switch opens the door toa ge the birds aca scr suriwateems tote 
ea oral the ledge with the-switch» broad section on top of the wall. Gee Se broken.portion Rat Casal ta 


‘hose guns out and dispose of the 


‘three crows. 


et colantaa nc coal ra “Climb the small pile of greenish roek 4 


‘eck, and be ready to dispose of - near the wall and jump up to the - 
another tiger. You can jump back tallest portion. Jump and grab the 
into the pool for safety, 


‘Op the ladder, splat one last bug ad Follow the tunnel. When the three 
ie EE cers ceo fore Me coling 


another has also fallen into the 
tunnel behind Lara. 
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‘Below the slope is a water-filled ‘Wade over and jump to the crack, 
oom. Look to the teft'to spy aera then shimmy right to avoid the razor: 


in the wall, disks, Drop down into the far corner 
‘of the pool.- 
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sug find se of the wn Up ahead is a pit of spikes, and just, 

as large boulders roll down from ‘beyond that is a short slope. Jump 

Satin you ‘0 the slope, then let Lara slide and 
fall to the funnel below. 


Surface in the comer of the pool 


‘Put a dentin the local spider pope 
Jation, then climb the ladder wher 
Lars rung out of targets. 


7 ee 


L mes . haee 


be oid 
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‘ni the tay, run torward across 
the collapsible flooring and hang # 


near the passageway and pull up feen bvtse ha 


trom there to avoid the disks. 


- —— 


Immediately upon landing in the As long as you hit the slope and 

tunnel below the slope, jump one drop directly to the lower tunnel, 

‘to the left. Jeft jump should land Lara on a pitt 
of AP ammo. Pick it up quickly, 


The Great Wi all 


From the pile of AP ammo, run for: 
‘ward and jump to grab the ledge 
sabove. Pull up into the passage at 
‘ the spikes close In. 


‘Hag the right-hand side of the pas- 

sage past the Jade Dragon, and the 

Spikes stop short of doing you any 
backward 


harm. Turn and slide 
down the slope. 


Hang a right in the new area, and 


~ {00k around that comer for a palr ef 


spiders. 


Pull up into the cave, and follow the 
passage past a pack of Flares. 


Pop a Flare, then climb the 


it the new tunnel, blades swing “Stick to the right-hand side-of the #t you Jean left as you hop the jaw 


across the floor at ankle level, and. _hall and jump the blades. When yo! _ lade, Lara lands relatively close'te 
several panels in the floor are cob jump the last trap, lean to the le =—the Jade Dragon. You have only # 
lapsible, into the new passage. second to scoop it up. 


Gab the ledge st the bottom of tia OEP E ATI Creep up and collect the Small Med 


short slope and drop straight dows: — below lets Lara fall through a co# Pack, then run from the left-hand - 
immediately jump to the right. lapsible section of floor before side of the. chamber, past the rolling 
another wall of spikes closes in. blades. 


Before you grab the rope slider, note Drop down to the green rock ir ti 
the crack in the wall down below. comer, then jump and grab the 
crack. Shimmy to the right. 


More spiders drop from the calling 
when you investigate near the 


Climb down the long | ladder to te When you investigate the valley. 
short section of ladder over to dark tunnel belaw. loot, a T-Rex comes out to play. 
_ the longer ladder. Retreat to the tunnel to chip away ai 


the monster. 


Whip out icant sect and get — 


Automatic 
Pistol Ammo 


| excursions in 


s ha dto beat, and the hi 
of time to o take It all 


Turn to the oh sh tai ta 


attention of the Doberman up ahead. alley, and jump left into the court- also ach 


The long alley gives Lara room to 
backflip. 


yard. Blast the sniperonthe = =~— check the narrow 
veranda above. 
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Beck upstairs, biast the bad guy, ‘Smash through the line of gondolas As the speedboat passes the sec- The dead-end canal is heavily 
\ then return to your speedboat. and lean on the accelerator, veering ond watercraft and enters the broad, mined. The speedboat is destroyed, 


slightly to the right. dead-end canal, leap overboard. but the passage is cleared. More on 


" > that later .... 
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the Iron Motor back past the chamber where Expect to come under fire as you Follow the canal straight past the 
Key Door, and take the second —you first entered the large outdoor —_climb from the boat to the landing. criminal's tong landing, and you'll 
speedboat. series of canals. There's big trouble Cap the criminal and gather his reach a dead end near a closed 
around the corner to the left. stash before returning to the door, 


jump the thug who comes out to From the dock near the door, jump Shoot open the window and take the Pilot the craft down the narrow 


vestigate, and rid the room of rats. up and grab the ledge above the Jade Dragon trom the bed. Return to canal across from the smail dock. 


the speedboat. 


AY 


Bear feft when the canal widens On the right-hand side of the =| Take the iron Key from the shallow Up the ladder, use the Automatic 
you'll discover two small landings,  POO!. a climb the ladder, ready for Pistols to take the fight out of the 


___ one of which has an open door. thug and his canine cohort. Throw 
i, - the switch. 


Backflip from the upper ledge, and 
let loose a grenade on the 
bad guy below. 


. 
Bail overboard and swim into the 


dark chamber. Stick close to the wall near the right-hand wail and draw 


on the right. 


... leap in the boat and gun the 
engine, shooting up the long 
ramp as a distant bell begins 
tolling (cool). 


Shotgun Shells 


ERAN 


Backtrack to the Iron Key Door, 
where you acquired the second 
speedboat. Open the door and cap 
the criminal. Throw the switch inside. 


oS Se 
Get back in the boat, and check the 
canals past the hanging laundry. 


Follow the waterways until you spy 
some openings ahead on the right. 
Pull up short. 


ome 


In the dark chamber, Lara can stand Return to the speedboat, and back it 


into position facing the long ramp, 
flush with the wall, as shown. 


In the dark chamber is a small 
button on the wail that opens the 
exit doors. You can either swim 

out through the smail doorway to 
the exit (wimp), or perhaps ... 


her guns. Use them liberally. 


mm. 


Crash through the bedroom where —_ig left, then quickly to the right, 
you found the Jade Dragon, and get into the narrow canal. 
some serious air. 


Hang a right out of the narrow 
canal, and gun the engine 
toward the exit. You did use the 
first speedboat to blow the 
underwater mines, didn’t you? 


the vermin near the double and a larger variety around the then cap a few more rats and hit Another thug comes running out, 
doors. Head to the left. corner to the right. the switch. all the way to the narrow hall, to 


cement to i "herd art trove ats OF The See Oarst Ont hag Oe nacre hemery See eitch opens the deubre dows 
: i investigate. 


Wane 1 the right aed Mest FP you biowepen the mmcows. pee | MCL Hee age hend ae The owiteh Deyord ie cme 
the enemies high and low. can dispose of some Dobermans. the hallway and avold the opens a doorway off of the 
Check the outside anea tor goodies. bladed statues. canal outside. 


Backflip to the slope Pull the box that blocks the Jump from the movable box ledge to Climb the exposed wall to the 
below. then jumpand walkway above, then return fo the area with the low railing. Check — opening on the right. 
grab the upperledge. the floor, Grab the ledge where the body and continue. 

an the box sat and pull up. 
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Look to your rightion the ledge and © When the bad guy drops, run and = Shimmy left to the far end of the 


chip away af the distant bad guy. jump to the top ot the nearby awning. 
awning. Lata will slide, so grab the 


edge before you fall. 


i % 
Stand and Immediately (ump from Run, jump, and grab the small 


that end of the awning; Lara will wooden ledge, then run and. jump to 
backflip to another veranda above —_—the awning further down the canal. 
the canal. 


A criminal comes out of the room, 


Just inside the room, on the left, 
guna blazing, when you approach there's 2 switch barely visible 
the open doorway. because of the wallpaper. Throw it 


and return to the hall. 


~~ = 


You: may have to go out onto the When you enter the roam, the door Push in the block in the fireplace, 
walk to take care of business, Shoot 
out the distant window and be ready 


for action Inside that room. 


on the right opens and mayhem 


up trom the walkway behind you. 


Climb out of the water and onto The triple burners will extinguish 


the platform below the slope. when You step onto the wood panel. 
Check the trap. ‘Step just far enough onto the wood 
to shut off the flames. 


From the edge of the awning, stand Expect resistance fram the local bad 
and jump foward the oper portal. 
Lara will hit her head, but drop 
inside the door 


than climb into the passage to dis- 
ensues, There's also a thug creeping pose of the rat. 


dogs. Head up the stairs to the tefl. 


i SS 
The switch opens the door to a Return to the room with the camo 
smal) veranda. Hopelully you killed —_ aging wallpaper, and blaw open 
the bad guy from a distance awhile = window, There's a goon out there 
ago. Grab the shells and the Stone 
Dragon. 

ha 

’ 
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Fotiow the passage. Stand in the 
tight-hand sida of the opening 


|? s. a 


% 
. 
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Run and. jump forward over the first : 
burner, then stop and do two stand- angling slightly to the left, step 
ing lorward jumps to make itpast toward the door Open fire with the = 
- 


the trap. Don't hesitate. Automatics on the goon. When he 


fails, switch back to Pistols. 
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Prot oe Deco: The 
a is to Climb the chandesaet 
Re reach tie reer) per 
oN 


continue to the ledge above the 
jast fixture in line 


Run and jump to the ledge on the 
far side ot the beam. Be careful; 
it's a long way down. 


Dent Se Ow DOCK, ne fy Frere Se seroed Coe ame fe fhe Gert duped 4 DONNIE 64 Bee 
and grab the lowest chandete he right. Run and iuenp.cwer at mall below, revealing 4 chamber wa 
Run, jump, and grab to the next throw that switch. the Library Key. You must. repésition 
light fixture. the chandeliers to reach the prize. 
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to the right. shimmy to the right. allows, 
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On the new ledge. approach the From the top of the brick wall, With the positions of the chande- 

brick wall and be ready tor the thug — jump, forward to the nearby llers reversed, the Library Key is 

whe climbs over. Don't let him force beam. The switch there reconfig- accessible, Drop down to the 

you backward! ures the chandeliers, highest chandelier. 


me sme Pog ken es ee Te ee Se mee ee 


femp, and grab the edge of the mid jump to the ledge near ft The winkdne’ pod comek fe laige 
small chamber behind the portrait. door through which you entered outside. 
Claim the Library Key. the ballroom. 


—_ 


2) to on Fe ee Pet Pe en © oe peel pee 
The switch you threw moments sae = That's the Library Door mesrty Set 
opered the trapdoor below. it'll have to wait. 


In one corner of the open area rests Return to the Library Door and apply 
the Library Key to the lock. Get out 
those guns. 


the Gold Dragon. The lover on the 
wall nearby Opens a trapdoor above, 
in case you need to get a breath 
before backtracking. 


Blast the.rats, then jump over and The switch opens another door back Unload on the criminal that emerges Climb the shelves on the left just 
from the opened door, and check his 
study area. 


throw the switch. in the foyer, Drop back.to the floor 


and get out the Automatics. 
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eee Pree? Phe ere Op ber nt em at ter ee ee 

that the lever opens, and get a gee# nly keep moving in that directhe 

breath. Dive down into the dark There are a couple of diferent 

maze and hang a right below. routes, and a Grenade stash on the 
left in the open area. 


Drop the thug tn the foyer, To the In the open room, climb the book- 
Nghl is a swilch on the wall, but shelves to the ledges above. 


leave it alone for naw. Check the 
open portal straight ahead. 


es { 


inside the door 


ie er ee ee Stee 


ery her Heed dhe pee band Wnt on Serial eps: Fae P 
ening, drop and then jump end jump from there to the ' 


> 


: wmp to the top of the brick wall. Run, jump, and grab from the raised Cross the rooftop to the small, irreg- In the small pool beyond the irregu- 


yd 

oe e the small raised section ai eng of the brick wall and Laracan ula Opening, Stand back about 10 —_ lar openirig waits a pair of Uzis for 
- tot just reach the edge of the rooftop == meters from the wall, then jump Lara to call her own. 
~ across the canal. forward to grab the ledge. Pull up. 
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] Wee tat fon nd joe Ten ee) | Pow open Se gourtyerd wee | The: door-4o Sie srl conrtyard 
guard and take the Detoneme ata of the dock-outside the hut'ts  #nd retiim to the Library foyer. Sens upon Lara's approach, Har * 

. ey from the table top. land Standing in the exit. The door © Throw the switch, which opens the the water and swim fo the lett. 


opens, and a criminal opens fire nearby door, Kill the criminals on 
from close range. Uzis, anyone? the left as you enter the door. 
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Ohertatteetete le Retina chi te «6Bercperte widow endcolled «© Gee te Devoretor Key at 0 eet 
walkway, Pass by the Purves io the breakable wiotiows §=—Mhe Jade Dragon. Double hark tote" Box to demolish the structure where 
-Datonaior Box for the time being Detonator Box. the Jade Dragon sat. 
ad climb the higher brick wail. 


Put Lara's back inthe corner and Follow the top of the brick wallto Climb up through the building's Jump bark across the 
Wg the rigger ce Dialadge shite — the niliad building and jum inate hell to the hole iw ihe calling = inie in the roof and 

reach the roof. follow the passage to 
make your exil. 
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Tha Geers Hoame Gree Pigs wp fuel 2 be Ph Pe bard of Lars, a0 proceed 
wet cartes bopebaly pros Wooned the Line in the lest lertt—yra 4 going 
te peed leet fey: Bir Coteeryeitre ethers you can, Mowpyer, youl sad fhe 
Uris Peo he Dra showcoert When yeu need ¢ Mare. by 68 meare ince 
yoursett There ers quite 2 thew cart Corrers ¥) he Opers Hoke. end a 
area below the stage is pitch-black. 


On the plattorm near the swinging er At one end of the short section of tees er ny 9 be By Oe 


box, stand like this and whip out Le ee a ey Mm ne a 
that Grenade Launcher. Jump Ce ta hee Se yl are <p ies Ps a et 
wackward care of business before you hit throw the switch, 

the water. 


canal to the white ledge. box. Get out the Shotgun andrun —_—the Shotgun to the resident goon ladder and across the ledges 
sn Oe ed el 
the opening in the roof. ammo on the exit stairs. swinging box 
ree — - - _— 
| tht A Sa es | 
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Jump from the flat spot to the knw Ee moment ‘Climb the ladder and tise the 


— 


sloped:root above the window and | walk—walk, mind you—oll the Ornate Key on the lock. Follow 
catch the ledge. Drop and.grabthe —_ ledge and to the left. the passage and.climb-a second 
window ledge, then pull up. \sfort jaedder. 
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Stand back from the a of the 
ledge facing the collapsible roof 
sections, like this, then jump 
forward and start running. 


You'll have to jump one gap, 
then jump again and grab the 
edge of the distant ledge. 
Follow the passageway. 
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Ln ame 


LH oy pact 
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vk ee 


et ee et terre Jump to the dome at the closest cor- 
your ammo. If you turn and drop ner and cross its top to get the drop 
backward, grabbing the ledge as on more foes. Check all the bodies 


Lara falls, then pull back up, other 


and the box. 
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Stand at the corner so that you can _ Beftind and below the box is a Climb back up beside the box and —_n the small room below are a pair of 
can, jump, and grab the ledge to the button. Push it and the nearby flat _utilize the Pistols to dispose-of the switches. Youmust find a Circuit 
(eft of the swinging box. section of the dome opens. new arrivals. Take their respective Board before the right-hand one will 
stashes and drop through the do anything. Throw the switch 
open trapdoor. on the left. 
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Climb down" ladder to the hall- The button closes the gateway to Drop down to the floor and be in the opposite direction from the 
way below. Ityeugo tothe bottem —_—_the switch room. Climb onto the sharp: there's an oncushing.goor! —_ previous goon's hallway, approach 
of the slope and loop back before gate and through the opening and a dangerous overhead sandbag. the doors and be ready for more 
pushing the button, you'll defuse a on the eft hostility. 
‘tap. 
= ea ] 
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Ji 7:2 ES Bee eae ae ‘Ss (ise er, | 
SAWP te cen Backtrack to the Opera House Watch for rolling boulders as you You may have to climb the ledges— 
~ Sials, reverse direction down proper. Utilize the ledges on the cross the floor (or if you venture and get shot in the back several 
~ the goon’s hallway. There far side of the room to descend to —_‘through the opened doors). fimes—to take out the sniper above, 
WW. _ Melee eee eet me Collect the AP ammo and notice the 
five elevator and :door 
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the actor's guild en route. Climb 
the underwater box to reach 
the stage. 


From the floor of the room, go over 


and ¢oax down the sandbag above 
ithe'crack. 


Dispose of the rat on the upper 
walkway and walk forward, carefully, 
near the swinging bag. 
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switch, stand and immediately jump. 
lara should backflip to a pool below 
tthe stage. Circle leit and look fora 
low opening. 


uv Meng Pew ie Hemse Dies t le, 


Jump and grab from the edge of 
the stage to the platform. Walk 
through the glass, then run and 
jump to grab the low end of the 
rack. Tet, 
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ww 
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Standing off to one side, Lara can 


jump past the bag as it swings away. 


dark chamber. On the right as you 
enter is a small passage sloping 


downward. Swim down and grab the 


Stone Dragon. 
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Cand Go Ee» eee Teme Good tha cppecialie ae 
the switch. Say, is that a Circuit stage, being wary of sandbags, then 


wags a 
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Board under the water? {Yes.) deliver some backflipping justice, 
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Throw the switch in the upper Past the plank, run and jump to 
nook to ower the plank, Run and grab the ledge in the. wall, then 
jump back to the platform just climb to the nook above that. Run 
shy of the glass. and jump from there to the upper 
walkway. 
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The second bag isn’t real tricky; just meee i ee 
jump off to the flat spot on the right. trapdoor in the stage. In the corridor 
‘Throw the switch on the wall to beyond the switch, turn and slide 


release a sandbag above the stage. backward down the slope and grab 
the edge. 
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wade to the low ledge. Throw the trapdoor area, there’s a low, 
switch before backtracking toward —_ underwater passageway. Swim 
the trapdoor area. down and up to another 
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To reach the higher hallways above In one fanless hallway, youcan _ _Pop a Flare, then take the Jade 
the spinning fans, stand with Lara's spy @ dark corridor up above: Dragon ever-so-gingerly fromin 
back to a fan, her toes on the edge... Jump and grab the edge, then. front of the spinning fan. 

of the ledge, and backflip. pull up with caution. 


The Offshore Rig is a tidy little level. As the level begins, Lara is ina 
locked cell and has been relieved of her weapons. You need to make 
an escape, and then rearm yourself. Notice that you get the Uzis upon 
collecting all three Secrets. That can be a huge help, of course, 
especially with the grim gathering of Shotgun guards in the area 

of the third dragon statuette. 


\ 


The first order of business is to By moving the box closest to the it's a little bit of a task, but it's easier Throw the switch in the hall and run 
get out of the cell. You need to cell door back against the wall, you to make your escape if the boxes for the door. Hang a left along the 
} clear a path from the cell door to can pull out another box and push it are moved out of the way. dock as the alarm sounds. 


the hallway nearby. in the same direction. 


Ml 


Charge through the door and up the Drop off the high end of the ramp Stand near the windows and let the On a low ledge outside the broken 
tamp, leaping the descending bar- and hang a right up the stairs. If bad guy squeeze off afew shots. window is a button on the wall. Push 
rels. There are two goons nearby, you're lucky, the armed goon will be There's your escape route. Ht and jump in the water. 

and one is packin’. the first to give chase. 


Jom Raider It 


The button opened a trapdoor Swim back to the dock near the cell From on top of the plane, drop Watch your health and take care of 
beneath the plane. Swim up into and make the circuit one last time. through the trapdoor and reclaim —_the pair of guards. You'll find locked 
the chamber and push the button Head out the window. Run, jump, the Pistols. Time for a little revenge. doors in the control room. 

there, That stops the plane’s .....__ and grab the plane’s engine. 

engines. 


The deceased relinquish a Large Apply the Yellow Pass Cardtothe — Exit through the windows and Follow the dark hallway to a water 
Medi Pack and the Yellow lock across the hall from the doors. follow the walkway to the left, past room. Pull the lever below the doo! 
Pass Card. Push the button at the end of the the plane. and get a good breath before swim 

hall to silence the alarm. ming down the hall. 


Follow the long hallway. Where it In the chamber behind the huge fan, Rasher ‘bi oars =~ you siaiaa Spin the wheel to open “itt dost 
turns to the right, ook for an open grab up the Jade Dragon. Move with the Yellow Pass Card, and hang 8nd hop backward into the room: } 
trapdoor in the floor. Swim down quickly. You're going to need all a right at the alarm button. there's a goon sneaking up 
and follow the passage. your air to make it back to the from behind. 

lever room. 


- 
In the adjacent chamber, a guard Spin the wheel on the a mera Collect ca Harpoon In the bunk room, collect the 
comes through the door up the and stand back to chip away at the —_—_trom the smal! room, and check the Harpoon Gun from a lower bunk. 
ramp. The door will close before “  onrushingrigworker. ==—S—<‘<«~C:*:« RSAC aS. 
you can reach it. : 
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The Automatic Pistols are also 
stashed nearby, on an upper- 

level bed. Push a button on an 
upper bunk near the entrance. 


To cross the burners and reach 
the ladder, you need to use the 
two movable boxes nearby. 


Past the point where the guard 
drops the Red Pass Card is a 
ladder on the left. Climb up it 
and snag the Stone Dragon. 


At the top of the broad ramp is the 
reader for the Red Pass Card. Step 
through the door, but rol! and head 
back toward the ramp. r 


Jump and grab the edge of the 
hallway from the upper bunk 
before time runs out, or you'll 
have to hit the button again. 


The button opens a trapdoor at the 
far end of the room in the ceiling. 
Leave the bunk and climb to the last 
high bunk on the right. 


baa 
Run and jump from the top of the 
repositioned box and grab the 
ladder. Climb up to the hallway. 


move it across the room. Pull out 
the right-hand box and get behind it 
to push It over near the burners. 


Backtrack to the alarm button. This 
time take the stairway to the left. guard and his canine friend with 


those new APs. 


' —_. 


a 1 8 ~ — - 
If you reverse toward the ramp as -—-ONCe through the portal opened by 


—— * 


the alarm sounds, you should be the Red Pass Card, look to the left 
able to make quick work of the and lose some more lead. 
arriving rig workers. 


ay 


Climb the stairs and dispose of the Be ready to dodge the barrels that 


Follow the hallway and slide 
backward down the slope to grab 
the edge of the ledge. Climb down 
to the floor. 


Kill the guard in the upper hallway, 
and take the Red Pass Card. 
Continue in that hallway. 


roll down the broad ramp; your 
Jumping is somewhat limited by the 
low ceiling. 


of the level concerns transferring 
the water from the distant pool over 
to the nearer one, and back again. 
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Loop around to the other side of 
the box and pull it. Now loop 
around again and push it to the 
end of the path. 


Climb up onto the platform to 
the left of the entrance and 
push the box. 


The switch on the wall fills the clo: 
est pool with water. Backtrack and 
swim across. 


Dive down into the water from the 


From the upper walkway, you can 
probably peg at least one of the two 
resident frogmen in the huge pool. 


up onto the column footing. Take 
care of any leftover trogmen. 


ie “Med 


Head back to the other side of the 


You need to jump and grab the 
large pool, away from the gunner walkway, and pull up as the bad 
above. There’s a ladder on the wail. guy opens fire with the Shotgun. 


Watch your health, and whip out 
those new Uzis. 


Hang a right on the other side of the Jump up the slope and throw the 
poo! and jump across the pipe. 


et 


Jump from the area near the pool to 
grab the top of the box, then jump 
from the top of the box to grab the 
edge of the upper passage. 


switch on the wall. The switch 
opens a trapdoor in the floor of the 
control room. Backtrack. 


zF 


Swim along the wall below the upper 


open end of the walkway, and climb walk and circle around the large col- 


umn to the corner of the room. 
Climb out. This approach helps you 
avoid sniper fire. 


When the battle is won, claim the 
Shotgun and follow the path to the 
right past the dead guy. 


Follow the passage downward, 
expecting hostility. Throw the 
switch on the wall in the control 
room below. 


Slide down the jong slope from 
the hole in the floor to the 
walkway below. 


On the foot of the column is the 
Gold Dragon. Grab it and get 
Into the water, as rig workers 
arrive nearby and a gunner 
opens up from above. 


Jump from the end of the path to 
the nearby walkway and dispose 
of the sniper who was giving you 
so much grief earlier. 


You can peg the rig workers far Jump over to the walkway near From the walkway near the wall, you Break the glass and grab the Green 
below from this vantage point. _ the wall. Notice the exit passage should be able to pick off the distant Pass Card. Double back to the walk- 
One will drop a Small Medi Pack up above. gunner. Run and jump over to his —_ way near the wall and follow the 
that you can pick up, if you feel area, jumping around the pillar with hallway up. 

like backtracking, a left lean. 


Ad 


Drop down into the lower pas- Apply the Green Pass Card to the Throwing the switch in the control Puli the lever to the left of the gate 
sage ready for trouble, andcon- —_reader and throw the switch in the room sends the water back to the == and make your escape through the 
tinue down that passage to the control room before exiting through _—‘first pool. Jumpin and follow the —_ passage beyond. 

control room. the opened door. underwater tunnel. 


The Diving Area is a sprawling excursion headed in the direction of the 
briny deep, fraught with peril but rich with reward. First, the bad news: the 
Diving Area introduces the flamethrower to the list of Lara’s enemies. Very 
bad indeed. When in doubt, use the Uzis. The good news is that the level 
also features the awesome M-16, stashed in a sneaky little hiding place. 


mi aie 


Follow the passage to the ledge Run, jump, and gfab the ladder, and JUMP into the pool and swim Pull the underwater lever to open 
above the pool. That's the exit low climb up to the hallway. Push the beneath the large, immobile the exit door and climb out onto the 
and to. the right. but don't go inthe button to stop the huge fan. Collect the Grenades and walkway. 

pool just yet. underwater fan. double back. 
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PRIMA’S OFFICIAL 
STRATEGY GUIDE 


Look to the jeft as you enter the You need to cross the pillars below ie sal pte eC 3 When the crane moves away, run, 
‘crane room and dispose of the the cranes to reach the far side of the pillar, and grab its edge. You can jump, and grab the edge. of the ai 
onrushing villains. The ones across the pool. If you fall, there's a back- pull yourself up and stand safely in tant pillar. 
the pool are unarmed. track tunnel below. the corner. 


Run and jump from the top of the 


Poniah the sig porkers mi oa Down below the broad siope is a Slide down the stope backward arid: 

‘second pillar to the walkway aeroms ‘the walkway to the adiacent huge pool of toxic sauce. Not com grab the ledge above the small cel 

the pool, chamber. tral opening. Drop down and collect 
the Stone Dragon. 


ult up Gutof the hole, atid slide Follow the passage, a4 C6‘ — Collect the amimo near the holé in _-—“Slide down the slope and grab the 


forward. Jump—just jump, don't ie > wery) tall ladder. the floor and drop in ao that Lars edge before Lara slips off. Drop apw 
torward action—from the bottom ot slides backward. rab the ledge below and pull up. 
the slope, and Lara reaches the 

walkway. 


Dispose of the guard on the “hrough an opening ih the railing, Silde down and grab the edge of the eckibiakin ti paeale the 


elevated walkway and look to ® = you can run and jump tothe siop® — slope. Drop down and grab the Blue Blue Pass Card niche and slam o» 

jaf al. the intersoction: to above the niche Pass Card the brakes when you round the 
comer to the left. Run. jump, anv 
arab the tall ladder. 


Diving Aven 


‘Return to the elevated walkway and 


take the right-hand turn af the inter- 
section. Apply the Blue Pass Card 
to the reader and head to the right 
‘in the passage beyond. 


Jump in the water and kill the 

frogman thal emerges from the 
underwater tunnel. Get a good 
breath before going inside. 


The second aan ‘elit, 
opened a door at the fop of the 


ee) 


Run down the hallway and let Lara 
fall through the trapdoor. Quickly 
search the bottom of the small area. 


Tomb Raider 11 


PRIMA'S OFFICIAL 
STRATEGY GUIDE 


stairs—through the second door off | 


head to the right. You'll enoounter a 
pack of four Dobermans on the 
prowl and a bad guy armed with a 
flamethrower, 


Filla pssaga Es bod nd 
pull the lever. Reverse direction 
and swim through the gate that 
has opened, 


This Beane, resp fot haces 
where the helicopter is making a 
getaway. Take out your frustrations 
on the goons. 


in the small hole halfway down the 
burner hallway waits the ever-lovin’ 
'M-16. Cool. Hustle back out of the 
halieeaes : 


tas epipielasl yosoos al 
Take the passage where the stairway T 
jeads downward. 
= Pi tar ce etree 


Follow the underwater tunnel and Follow the passage toa gate, 

took for.a lever to pull on the left. that opens as you approach. 

Pull it and continue onward, Hang a Jeft in the passage and 
return to the pool. 


in the chamber adjacent to where — The first time down the hall, you 
the copter takes its leave, there’s a need to throw only the switch on the — 
burer hallway flanked by a si switch: right. 

and a button. - 


Now throw the switch, then jump left Backtrack through the perimeter 
and press the button. Charge down hallway to the pool room and push 
the hallway, leaping over the trap- the box near the door. insert the — 

door pit. Take the Machine Chip and Machine Chip into the panel andthe 
beat feet back out of the hallway. door opens, 


a ‘ i 
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Sa leaeta ay oie From the comer of the pool, ta fn that comer of the room, approach “The button in the hidden hall opens 
the poo! on Lara's left. Uzi the goon. and dispose of the sneaky ‘the control panel to the right of the the grating in the bottom of the pow! 
in tront.of you and. keep running flamethrower naar the entranos. Orange tank and #t opens. Push the Swim down and collect the Jade 
into that comer of the room. button inside. Dragon. 


Approach the underwaler tunnel, it's much easier to exit the paot and Your tension relieved, fallow the Far below is the mini sub If you're 


then spin and head for the surface —_-kill.the frogmen from there than itis underwater tunnel to a laroe Feat Sa se 8 
when you hear the unmistakable to dogfight two af a time underwater. chamber. hiteh a ride. 
sounds of trogmen, 


« 

sistace trite vlna tows the wed Ghawigos Wage sea There's another frogman lurking in Retum through the underwater tur * 
‘ub and climb to the ledge. Blast tie throw. Do so, and be sure you don't the large pool once you throw the nel and climb out of the pool ready » 
ipsident rig workers. fail into the water when you climb —_- switch on the upper ledge. Kill his for some unhealthy disrespect. : 
back down to {he lower ledge. before backtracking. Teach the goons some manners and 

head up the hallway. ‘ 

‘ 
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Fuca aan ae i poll dump and grab the edge of the plank You'll have to stop the saw fo claim Gacreeatedlian tae inoue » 
open. Throw the switch inside ané above the pool, thenrunandjump _the card. Push the button in the hall-_hallway, thinning the crowd on. vei ‘ 
the plank suspended over the pool fromiits top to the area near the Red —_ way behind the nearby boxes. way upstairs, 4 


changes position. Pass Card. 


Pivi wy Aveaw 


‘The dita eifiece tie fialicopter tows PON through the hole in the flow Ye rig worker coughs uf: HOON The doors te: the perimeter tiatiwny 


of previously has reconfigured. m the end of the passage and ‘Machine Chip upon his demise. open upon Lara's approach. Head 
Orae-dloses and follow the nessage ignore the rig worker thet comes = Nearby is a door and beside back to the Red Pass Catt) and the 
from the left: there's a Red Pass Card reader. guardian buzz saw. 


flamethrower on the right that 
needs your immediate attention. 


Nh hh holed 


Perr 


Place the second Machine Chip lita se the Red Pass Card to open the © Sown below, asiiotgun-wieiding fi Bs careful riot 1 fall NWO the laree 


the panel near. the saw and the blad® nearby door and get outa big gun oss waits in close proximity. pool, as. there's no. way.to climb 
desists. Claim the Red Pass Card or two before dropping into the hiss. Permanently demote him. anv "back oul in the same area, Fleet 
and double back to the docir with tw the passage the bodies, and don’t overlook tr 
appropriate reader. Harpoons. near the air tanks, 


Fallow the long path thraugh long From the upper walkway, punish the When you go downstairs, check Through the open door waits the 


norridors and walery passages teathens abusing the friendly mos&. through the open door before gel Gold Dragon. Take it, then go chew® 
sear the monk's fallen form ‘on the monk. At lemmt:i# looker tlhe 


he's going to live 


cret Welcome to the first of several levels in and 

Harpoons around the capsized remains of the good ship 
Maria Doria. The initial level, 40 Fathoms, is one 
you can wander around for a while, if it weren’t for 
this blow-by-blow account. With this walkthrough 
as your guide, you should consider a total time in 

Tomb Raider 1 excess of 40 minutes as a humiliating reflection of 


As the mini sub crashes to the 
prea _ ocean floor, turn around and look 
your own abilities. for scattered debris—boxes and 
such. Follow that trail. 


With the shark in pursuit, head for 
the corner of the area where the 
anchor broke a hole in the over- 
turned ship. Swim down. 


In the next large chamber, swim 
along the wall to the left and look 
for a low lever behind the last 
huge girder. 


With the water drained, you can 
climb the boxes and reach the 
high ledge. 


Once the goons have been sub- 
dued, run, jump, and grab from 
the central boxes to the tall wood 
pillar near the wall. 


Grab a quick breath in the chamber 


and swim down through the hole 
below, hooking back to the right. 


in the second chamber, the opening 
is high and to the left. Keep moving. 


Pull the lever, then reverse direction Follow the passage and swim up 


and swim through the trapdoor that 


opens in the floor behind you. 


Drop down to the area below, 
careful not to fall through the 
huge trapdoors, and dispose of 
the lurking goon. 


From the top of the wooden pillar 
near the wall, run, jump, and grab 
the edge of the passage nearby. 


through the hole in the ceiling. 
Above, at last, you'll have a chance 
to catch your breath. 


Sticking near the wail to avoid the 
trapdoors, claim the Stone Dragon 
from the floor nearby. 


Just inside the passage, look to 


Lara's jeft and you'll spy a switch on 


the wall. It opens a door on a timer. 


In the next chamber, the opening 
you seek is at the end of the left- 
hand wall. 


Swim down below the boxes on 
the right, and you'll find ashort # 
hallway. Throw the switch and they 
water empties from the room. 


You can run and jump over the 
trapdoor to open it. Trade shots 
with the thugs below. You may 
need to drop down to the tallest 
box to finish up the thugs. 


Throw the switch and head 
down the hallway, leaping the 
low impediments to the far end 
of the passage. 


for a short time. 


Just as you enter the upper 

chamber, look for a lever low 
on the wall. Pull it and a door 
opens in the lowest chamber. 


Tom Raider 1 


At the end of the passage, (oe 
a left and ‘aes to the opened 


DD inthe opened chamber is anoth- 
er switch to throw. That switch 
shuts off the first two burners 


Race back through the steel 
corridors to the first chamber. 
You can jump in and out of the 
rooms, instead of climbing over 
the low wall below each portal. 


In the large outer pool wait the 
Jade Dragon and a host of 
unfriendly fish. Grab the prize 
and return to the hallway. 


throw the switch that is now acces- 
sible. Don’t stand there for too tong. 


Throw the switch in the first 
chamber once more and beat 
feet for the burner hall. It takes 
excellent timing to make it past 
the row of extinguished burners. 


Swim down to the lowest chamber 
and pull the Jever at the end of the 
short passage. Don’t grab the Gold 
Dragon just yet. 


Race back to the burner hallway and 


Back in the steel corridors, check 
the short, dark, central hallway. 
Jump and grab the ledge in the 
shadows, then throw the switch. 


The switch halfway down the 
burner hallway opens another 
portal, this time back near the 
entrance to the Jade Dragon 
area. inside is another switch. 


Past the burners, which reignite, 
throw the switch on the wall to open above the smail pool, then up 


the nearby door. Wade into the pool 
and shoot the barracuda, 


Swim back to the upper chamber 
and get a breath through the trap- 
door that opened when you pulled 
the switch far below. 


The switch in the high, dark 
chamber opens a portal off of the 
Steel corridor, past a hallway 
with a row of burners. Check 
around this corner, 


——< 


When you throw the switch in the 
second chamber, the two burners 
go out farther down the hall, but 
only for a short time. 


Swim through the opening 


through the tall chamber. 


Swim back down and collect the 
Gold Dragon. When you do so, the 
tall chamber fills with barracuda. 
Swim back up to the opened trap- 
door above and kill them from the 
dry hall. 


a 
¥ 
2 
eg 


Follow the passage, then drop In the lowest large chamber, 
down into the dirt- and rock-filled look for the wide ledge at one 
hold. There’s a hole in the floor end of the area. 


leading to a lower large chamber. 


Nae =| 
In the left-hand Thanet head along 


the wall to the left, then climb up to 
the ledge. Throw the switch. 


There are two openings above one 
wall in the lowest chamber. You 
need to explore both avenues. Stand 
and jump from the highest point to 
grab the floor above. 


Jump from the flat spot to the rocks 
below the ledge and climb up. 
Throw the switch. That fills the 
unvisited chamber with water. 


To climb the pile of rocks in the sec- 
ond chamber, you have to begin to 
the right, then jump across the pile 
to a flat spot on the left. 


- — — - ——— 
Subdue the frogman, then notice the Max out Lara’s health and follow the 
low, opened portal. passage. Climb quickly through the 

hole in the ceiling to the dry cham- 
ber, and whip out those Uzis. 


Throw the switch on the high ledge 


Below the wide ledge is a box 
can move to reach the opening. and the trapdoors above the lowest 


chamber open, depositing rock and 
dirt from above. 


2 ee 
wT) a | 


The first st oni opens a door ina 
chamber you have yet to visit. That 
chamber is accessible from a hail- 
way off the lowest large area. 


Drop down into the lowest 
chamber once more, and climb 
through the nearby opening— 
the right-hand one of the pair. 


At the end of the hallway is the 


Head back down to the lowest 


chamber and look for the open- large chamber that the previous 
ing to a passageway. It’s on the switch flooded. Get out that 
opposite end of the chamber Harpoon Gun and go for a swim. J 
from the switch ledge. \ 


You're going to take a heap of a 
climbing out of the hole, but don’t 
use any Medi Packs, even if you just 
barely survive. Collect the goodies 
and throw the switch to open the 
level exit. 


ise 


4 LS 
‘aI & som | 


- Follow the passage to the jarge, 
ter-{ilted chamber. Float the trag- 
oy, Collect te Harpoons from the 


ough the opening, look to the 

tt-hand. corner of the room, Pop a 

lare and.climb through the hole in 
colliing 


Behind ie first = are two more 
that Lara must push and pull to 
reveal iwo passageways. Choose 
the right-liand path. 
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The Wreck of the Maria Povia 


THE WREEK oF “TWE MARFA DORTA 


u 


If we had to pick a favorite level—if we had to for whatever 
reason—this would be it. The Maria Doria has got it all, Nasty 
ambushes trom heavily armed foes. Sneaky Secrets. Killer 
puzzles. The big puzzle is collecting three Circuil Breakers, 
which you use to access the final third or so of the huge 
level. Have fun. 


iN wi i 
\ bar Ning a 


AIRS = 


y 


A 


Lara is deposited in the room far 


SCL he Large Wed Peck ane Sus aeieneene hang, and 

‘beware: Lara's health needs to be drop to Ihe collapsible floor below. below. Get health and dispense 
at or very near maximum for this This is gonna hurt a bit. ammo on the foes that emerge 
next trick from the opening. 


Poth 


A (Ba ca 
There’s.a nasty rig boss hiding in Drop. down oul the hole inthe In the chamber adjacent to the over- 
the dark corridor, and another floor and claim the Stone Dragon. —_ turned poo! are several movable 
will come sneaking up from Retrace your path backto the room boxes. Pull out the first and push it 
behind when you discover the where you climbed into the hall. to the end of the nearby hall. 
hole in the floor. 


PP hs, 


al 
a 3 
oop the dg te lege: some 
and hug the right-hand wail. Enter 
the opening cautiously. 


Eipeal aabishen you depottom Head tothe right and tur to punish 
the passage fo the area below. the crowd severely, Keep those 

Enemies come Irom the left, and one~ GUNS OUL as you enter the adjacent — 
also appears in the hall behind you. ballroom. 


Beyond the ain opi oe ahole 
in the tloor, Circle around to the 
left, to the far side of the hole. 


The Rest Roam Key opens the glass 
doors nearby. Press the button 
behind the doors, get out those 
guns, and roil. 


> 


Shimmy all the way past the high 
ledge with the opened tleor. to the 
ledge on the far side of the roam. 


At theend of the hallway is.a door 
Lars can opan with better results, 
Drop down to the floor. 


The Wreck vf the Mavia Povia 


Step back as far as possible 
and run into the hole from the 
non-hazardous side 


Defend yourself, then cross the 
room! to press another button 
behind the opened doors. That 


opens a door back in the batlroom. 


Follow the upper ledge to its end 
and a break in the railing. 


ie 
da hk 


Pull the box aut of its nook and 
push it to the far left corner of 
the room, 


= es —— 


in the dark; haley balou sts the 
Rest Room Key. To exit the hall, 
stand at the edge and jump forward 
to arab the ledge above. 


late vou denpe:pes Gira CUE 


ton again, You want to close the 
doors in front of the second button. 


y 


? Ks “ 


pie angle aetecdllace’ 
to the ledge beyond dnd take the 
first of the Circuit Breakers. 
Backtrack to the opened door on the 
high central ledge. 


i i | | 
\. ANS | 


Chptlatey tensiianenex 
and throw the switch to open the 
nearby door. 


= 


Daubte back to where you moved 
the three hoxes previously, and: 
check the left-hand hallway. Around 
the commer to the right is the lock 
you seek 


Backtrack to the ballroom and lor 
for a protruding section of floor t 
allows Lara to jump and grab the 


= amma 


Follow the passage, At the first 
pair of doors, one chamber 

requires thy Rusty Key and the 
other is sadly empty. 


out the upper box. You don’t need et 
to reach the door, but moving & 
helps salve an upcoming puzzie. 


‘OpeTed passageway Get ork your gons es goon crs the New Cremiber, you's Tare w Secyot en ha tge be a! 
the slope, heading in Lara’s direc Move the box beneath the suits * grab the Rusty Key it was sitting a. 
tion. Continue down the haliway to throw it and open the exit. Exit back to a tamiliar hallway. 
another chamber. 


oe 


1S 


apply The frosty Rey tothe ere eee RU VaNe tine ad Keeper 
hang, and drop to the floar ceriter of the floor. 
~ far below. 


pulling the box some time ago in 
the adjacent chamber. Raveal a 


hallway. 


ad 


- I a F 
lz =* ill 


g a ae ¥ Vi (| ro ‘i 
> ih f4\ " 
4 ng. DTTOy EcTOSS The hes Srp acindea wired hen, JOM, end rane Re Pop 

A tions of collapsible flooring’ se ei amanay tatters ee ene ere ete be 
7 ould BO mistake, Run along one pit tome ii 

# and oop back betore you teach rolling from the right. ag you drop to stay close fo the 
te tar side of the pit. wall, as a barrel rolls overhead. 

ei 


= 
RS 
= 


r | aie a mT 
| 


Canis Sek ep tote teers Rack 99 WO yO way héliway, Pop The orderwrare fevet opens 0 the sto 
fiallway and collect the Jade Daag nd peg the goon above the pool. © -4pper doorway for a brief tins ‘and start Jumping. Jump back and 
ian the tar end..Double hack Below tha watorline i@ 2 léver te pate “Climb quickly up onto the bos forth from slope to slége above ite 
to jump and grab the floor, then dangerous (rapdoor. 
hustle to the opened doar. 
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When the trapdoor closes, you can 
stand on it and grab the ledge. 
Throw the switch to open a2 door 
back in the boat room. 


_ ¥ 


B. 


Make a werien — ae the ' 


Qpened trapdoor to the walkway 
below betore the timer runs out. 


Backtrack to the drained boat 
room, then hang and drop to the 
floor. Open the portal and follow 
the passage. 


Head back toward the room. where 
Lara crashed through the ceiling so fallow the underwaler passage. A 


long ago: There's a small pool in 
one corner 


The Wrecle of ae Maria Pevia 


>, 


v 


i iA 


eee re 
the switch to exit the trapdoor area. 
In-an upper area off of the boat 
room is the portal thal opened. 


AX 
ry 


Down below you'll notice the second Qn the same watkway.as the second When you pick up the second 
of the Circuit Breakers, but wait a 
moment to pick it up. 


When the hallway branches, head to 
the right. To the left is a pair of exit 
routes. 


Collect the Small Megi Pack and 


lever on the wall opens the trap- 
door up above. 


Expect serious resistance through — Prass the button, then race all the 
the opened portal. Go with Uzis for way around the upper walkway to 
the initial confrontation, then snipe ‘the other side of the rock 

the goons below with the M-16. Look (obstruction 

to the left to spy a button. 


 ——— 7 _ 


‘Ciroult Breaker. onthe same wallas —Cireuit Breaker, the exit traps 
the entrance up above, is a button door opens briefly. If you miss 
that drains the boat room. It, you have to go buck to the 
Circult Breaker corner of the 
room to try again. 


i 


icone 
doors in the Rest Raom; the third 
Circuit Breaker is accessible, If you 
didn’t, use the button on the hall- 
way to backtrack te the Rest Room. 


j 2 ‘wae 3 t 
In the hallway above the trapdoor 
waits a serious assault force. Uzi 
aka gins flames are extinguished. 


i ; . 
ite Ne a of t the Masia Povine 


Po et Sheng Aneta, ferred re reer fer set sme a wo cot ind nw 
‘oper chamber, and gaterShe Game.  fwitch chamber across the tons ff sie passage. There's an untriandly 


Throw the switch, the hiige metal pipes. Drop into the fish in the new pool, and thers are 
poo! tar below. Harpoons around the corner to 
the right. 


Fe Sark ecpcart rue, ore} Tee. SC ec Sem et 

stoor that Lara can open to the ME ®¥e opposite end of the dark armm fee block and throw the switcly We 
Throw the switch you fod i te Linon to phe right: sacaitid tine jal. re murder b tener hem) 
small chamber 


“ “yl 
| S 7 : 
(es f 
” i 
; wd 
‘ y 
tod | 
“i 
ORE re Eee oO ino an || 


Higa ae elailoa tec: As you near the end of the row of Acspea tan ne 
door, Lara hits the water pointed windows, look low and leftforthe back to the trapdoor is a small apen 
Cabin Key, Loop around the rocks, area in the rock, Look up and spy a 
back in the direction of the trapdoor. tall tunnel. 


ee Scadnaieaha ag hada 
Ne Mie Gold Dragon, Now swim hast “Way io the lock in i hale: Phen 
tecthe liandoor, turning to clip «WW aio sae 

from the water when you surface. 
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After the Maria Doria, the Living Quarters is almost a odel 
The big puzzle involves reconfiguring the huge array of (I 
pistons and realizing the proper backtrack routewhen = a 
you chang pistons’ configuration the second time. — 
Make sure you get a good look atthe kingeelinthe _ 
underwater cave—not a close look, mind you, but a 
good one. 


wm 


a . 
s is the piston room. 


Dispose of the deckhand and con- 


Head straight forward as the level Pull the lever on the metallic wail plete 


, COM| 
begins, and look to the left through —_ and surface through the opened tinue Into the adjacent area. with a sniper high and to the right. 
the opening. trapdoor above. Hug the left-hand wall to the far 


end of the chamber. 


Enter the small area off the piston 
row and note the switch high on the —_ room and follow the passage to a 


‘Drop down near the end of the ' Hug the left-hand si . he ramp 
lower hallway and thin the crowd. _to avoid another barrel as you 


wall. Drop over to the flooronthe —_ lower hallway. Venture forward, then hop back to —_enter the chamber. Note the high, 
other side of the pistons. aveld rolling barrels and another dry lever on the wall. 
onrushing foe. 
, 
. ¢ 


Run, jump, and grab from the The: ‘switch at the end of the Follow the passage all the way to The switch has reconfigured the 
top of the slope to grab the burners extinguishes the flames. a small room with a switch. pistons, allowing Lara to cross on 
crack. Shimmy all the way to Nearby is the entrance to an Throw it and drop through the top of them. To hit the lower 
upper passageway. hole in the floor. piston, stand in the center of the 
adjacent piston and jump forward. 


the right and throw the switch. 


Dispose of the fabipat ‘before Run, jump, and grab toward the From the Stone Dragon ledge, you At the end of the passage is a mov- 
making a run for the Stone lower ledge and collect the Stone can run, jump, and grab the side of == able box. Push it as far as It will go. 
Dragon off to the right. Dragon. the sniper's perch. Follow the hall, Note: The box is not movable in the 
PlayStation version. 


ear A Te” 


When the first box stops, hang a Back in the small chamber: a By biscktracking siren the rime Run, jump, and grab along the tops 
left and push the second box the switch once more to reconfigure to the sniper’s perch, you can make of the piston array, which still 
past the ledge on the Jeft. Drop _—the pistons. Backtrack up the ledge your way back across the pall includes a tricky low jump. Head for 
down off that ledge. where you moved the second box uredpistons. ~~ - ~ ~ the farthest piston. 
moments ago. 


Return to the burner room, tow _Stick to the frogman in the new Swim back down into the wate 
Run, ump, afd rab to the ledge Return to the burner room, now is ry 
with iz pd gab it. Run oe . flooded, and pull the lever on the area and swim up through the = chamber and hug the left-hand side 
jump from the switch ledge to the _ Wall. The door behind Lara opens. hole in the ceiling to take a of the cave far below as you enter. 


low platform beside the last piston. Lia eee 


Expect to take some damage. 
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Stick to the opposite wall to avoid © Just above the entrance to the cave, Dispose of the guard overhead, then in the chamber are two switches 

the gigantic eel, and pull the lever. a trapdoor has opened. Up yougo. throw the switch atone end ofthe —_ near the entrance and another 

Exit the cave carefully. walkway to open the door at the switch in an alcove across the room. 
opposite end. Reaching the third toggle is tricky. 


Throw the right-hand switch, then The two sections that elevate allow At the far end of the shimmy, pull up Stand like this. Jump forward, 
jump left and pull the second Lara to shimmy right, but the two and throw the switch. Drop downto jump, jump, and grab. Lara 
switch. Roll, run, jump, and grab the switches are on a timer. the floor and return to the larger should reach a ledge adjacent to 
ledge that has elevated. Don't dawdle. chamber outside. 


the upper walkway. 


| 


- p i, yds 
Move along the top of the duct to Pull the box once, then jump back to Drop and grab the ledge, then shim- Jump and grab the edge of the 
the movable box. the duct walkway. Jump from there _ my left until Lara can pullup, upper passage, and follow It to 


to the place where the box sat. ~__ the ductwork on the other side 


Follow the duct pathway to its end, © Whack the goon and check the hall- Down below, you can see the Gold To reach the prize, youhaveto | 
then run and jump to the opening way from which he came. Dragon. jump and grab the edge of the 
highonthewal, 2 i . ; dark upper chamber. 


f 
q 
me 


Orop through the collapsible Walk through the glass, then use the Head back down the hallway and Dispose of the fish in the smail pool 
floor section in the dark upper forward and action commands to take a right. At the end of that hall, —_ and collapse the small section 
chamber and collect the Gold reach the ledge above. slide down the slope and keep mov- underwater. 

ing over the unstable flooring. 


eo 


wh 7} ] } _— 


Swim through the broken pool ~— Follow the passage and jump past ‘The small section of floor at the foot If the floor falls away | betore you can 


flooring—wary of another the end of the slope to the smail of the slope is collapsible. In order jump and grab the crack, cross over 
fiendish fish—and take the Jade square section. Youneedtojump to reach the crack above, you have to the other side of the slope. Stand 
Dragon. Return to the hail. immediately from there. to leap before you fall. as shown and backflip. Jump and 


grab from the slope to the crack. 


| [ae 


Check behind the pillar on the right When the passage widens, look to From the upper area, whack the 
for a passage. Drop down and get _— the right and peg the bad guy. Head goon below. Continue on the 
out your Uzis. upstairs, upper level. 


: 2 4 
Round the corner to the left, 


Battle your way back to the area 


Pull the box once, then return 


to jump over the railing to the ready for heavy resistance. box and take the Theatre Key. Use below the upper ledge, and look to 
area below. Also, watch out for the goon the box to climb back out of the the left. 
lurking in the pit ahead. hole, wary of the newly arrived 
enemy above. 


q -_ eatin ienl = — | 
The lower haliway is unobstructed Dispose ot the criminals on the 
because you pulled that box in the ledge and throw the switch to open 
upper area. the stage curtain. Then dispose of 


ud the goon and head backstage. 


Move the box and use it to cross Backtrack to the pit whe uo _ Swim scross the flooded 
over the wall, A Flare might help you found the Theatre Ke; eatin climb into the hallway to leave the 
see the dangerous floor pit. Jump _—_—feed a few final shells to an Living Quarters. a 

across and push the button, _ -—-—arriving rig boss. 


>| ° : . 
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Just when you thought you'd seen the last of the flamethrowers, 
this level is crawling with them. the extended range of the 
M-16 to make short work of those enemies. At the end of the trip, 


of her stay at the Barkhan 
the Catacombs of the Tal 


‘= 


Climb out of the water and pop 


Look sharp as the level gets 


underway: there's 8 flamethrower around to the far side | the fishies. Follow the pathway 
sneaking up from Lara's right. ture to collect some Grenades. to the left, leaping over the 
Double back. | ar ~~ Stoped part. 


“Slide down the slope near the Follow the underwater passage to Whip out the APs todeal withthe Continue in the direction the goon 
wall and climb up to claim the the metallic hull and surface through onrushing goon, then switch over to came from and peg the flamethrower 
Stern Key. Jump back in the the small opening above. the M-16. from a distance. 
| water and look for an opening in 
the rock wall, low and to the left. 


ne 5.' £98 L 4 a _ | a 
Moving the first box allows you to Moving the upper box allows Lara to Swim down into the chamber and 
climb up and push the upper box. move aside the two left-hand lower —_ look high on the wall as you round 

boxes, revealing a door. Apply the the corner to the right. Pull the lever. 
wbosnenttrttterhtncrenlin cents aed tenscone. Stern Key tothe lock. 


ear the flamethrower's ledge 
are several movable boxes. 


Back outside, there's more trou- Drop through the trapdoor to the Pulling the lever moments ago now Return to the previously 
- ble on the flamethrower's ledge. hallway below. allows Lara to climb to the upper water-filled room and drop to 
} Take care of business and go ledge and throw the switch. the dry area below. 
investigate that area. 


In the large pool floats a raft. To 


funnel, climbing up to a new reach it, you'll have to drop through _f the raft. There are frogmen in the the resident goon and gather the Uzi 
passageway. a hole in the ceiling high above. water and the left-hand ledge isa clips from behind his boxes. Watch 
good vantage point.- ~~~ ~*~ out for the frogmen! 
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From the ledge, look for the under- —_in the reeds below waits the Stone © Swim through the low openingin Shoot the fish and follow iw the bah 
water shadows low and to the left Dragon. Check the cove to the left —_the rock wail and up past the fish to tunnel. Be ready for action when the 
of the raft. Pop a Flare and swim as you approach the statuette. the shore. walls turn white. 

down there. 


Jump up over the slope and into the At the end of the tunnel area Large Collect the Cabin Key and Harpoons 
white rock tunnel. Blast the goon. Medi Pack and a hole in the floor from the raft, then shoot the pair of 


ahead when you approach the low 


Continue straight down the tunnel. above the raft. Max out Lara's sharks before hitting the water to underwater passage. Reverse 
a om hang and drop tothe backtrack. direction and climb ashore to take 
ta W. 


care of business. 


Backtrack to the white rock tunnel © The passage winds upward for a From where the passage | anemey On the uppermost level, you can 


and look to the left, where you considerable distance. There's noth- jump over to the deck and case the drop into the small hole and 
dropped the goon previously. Follow ing to do but climb. joint. There are enemies lurking, so collect the grenades, though a 
the passage. keep your ears open. goon will be there. 


As you descend to the lower level a Drop down to the level of the small Check the poot itself. Notice the off- Whenryou: 
the front of the ship, more enemies —_ pool, On each side of it, around the colored section in the wall. Swim appears. 
arrive to hassle our heroine. Watch — corners, are niches with Uzi and down into that corner and climb 

your back. M-16 clips. quickly out of the pool. 


inthe | When calm is restored, swim down Once out of the pool, watch your Drop down to the deck below the 

. into the short poo! | passage and take back: more enemies have appeared _ pool, then run and jump from the 
mes out $0 you cankillhim. the Gold Dragon. onthe levelbelow. =e corner of that level to the top of the 
: rock pile below. From there, run and 
jump to the nearby walkway. 


= be ' . 
' Atop 1 he rock wall, you can see Cross the orange metal, then Hag Run, jump, and grab from the side 


Run, jump, and grab from the end of 


the Jade Dragon off to the right. the white wall nearest the Jade from the far edge. Orop and grab of the orange construct to the 
| Leave it there for now. Dragon. Then Lara can reach the top _the crack, then shimmy left until opening In the rock wall across the 
’ of the huge orange construct. Lara can pull up. way. Follow the passage. 


ii: the passage is a chamber Look sharp when you teach the The tunnel terminates back above Cross the upper area and look to the 
with several stubby pillars dot- top of the stubby pillar slope, the ship's uppermost deck. Run, left. Jump across the small gap of 
ting a slope. Cautiously run and because bad guys will try to knock — jump, and grab from here to the the walkway below. 
| jump up the pillars to the top of | Lara back down again. Continue -—closest corner. 

‘the slope. e past the battle scene. 


No 


Be ry tor action when you ee As sieibea’ down below is a Pull out the fom then pull it acids, Watch your back in the narrow 
through the trapdoor, waiting thug, as well as ammo for Throw the switch and exit back walkway. Hang a right past the 
the AP. Follow the hallway. to the upper deck iii the door and follow the deck around 
opened door... ... .- .__ inthat direction. 
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On that same level of the deck is an 
opened door. Inside are the lock 
requiring the Cabin Key and some 
M-16 clips. 


Hang a left at the top of the stairs 
and follow the cave. Look for the tall 
pillar behind you at the apparent 
dead end. Jump and grab it. 


To exit the Jade Dragon alcove, 
stand at the edge and jump forward. 
Don’t let the sound of the 
flamethrowers rattle you. 


Secret 
Bons: 


Inside the roam opened by the 
Cabin Key, choose one side of the 
chamber to approach the stable 
section of floor, then use the other 
side for a safe return. 


At the end of the tunnel, you can 
look down to the orange metal 
surface and spy the Storage Key. 
Drop down and get It. 


The hotheads are far below, near the 
Stern Key door. You don’t suppose 
the M-16 has better range than a 
flamethrower, do you? Find out. 


The switch in the room with the 
mostly unstable floor opens another 
door on the same deck level. This 
invites unwanted company to your 
little party. 


One loose end to tie up before 
you head for the Storage Room. 
Backtrack down the deck levels 
to the white wall. 


Jump to the top of the closest box 
below and head past the Stern Key 
door to the Storage Room. Apply 
the key and claim the Seraph Inside 
to exit the level. 


Ti liekaw Froth [ ly 


Head back toward the narrow 
passage where you exited the 
room a few minutes ago. The 
door across the passage Is the 
one that just opened. 


From the top of the white wall, 
Tun, jump, and grab the crack to 
the left of the alcove, 

Shimmy right and 

pull up to walk 

through the glass. 

Take the Jade 

Dragon. 


Tiftetaw Foothills 


Meneame te lee & Be ery eee 

ee ert et te ee le yk ee iy ee te eee eee 

a on by GT OF Oe 
you can jump to the right and avold 
a pileup. 


ai. we An eee leper! comme Cee ree FF Vy 


ad 0 ol are ek cern ee ee Deg De ay one le ow ep ere ove 
the right in midair, deposit Lara on a safe ledge. Follow 


the path. 


yee ee te ten to od oy oe 6 ee +1 Oo het te ee Be On eos 
ete es eet — os oi leet irre & ee 


cles. Climb up, 


41 ee de er ee oe 
2 as ed Pe SOR aw 
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Feobiille Tyetaw Forth 
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eo ed, ee Dd ee 

oe ter Od ee Doge wad <P ae Re omer) ey sows wry bee Cue %e oel + ed Pm bet 
get off the ride to dispose of your speed below full throttle 
unwanted company. to avoid injury. 


i 


er ee er eee Fe eet ey er he et ee Py 
8 er ey rent weet ere Be nT 11 Pr ome Be te ehes rw beet ny oso ie 
ee ee 
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landing. 
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2a. 


ee 
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eo fe ee Te Bie 
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yee 


Jame hee toyed he eee 
2 coe rig es ot heme be Demet ee 
Se ote ot be ew wel to oe 
ew eet mene yee | ~~ 

direction in midair. 


ees ee Sw et ey ee ee 9 i eee eed Comes fe ek tere en Pe et ees oy fe 
hak ot pes ee de De eee teem Oe ery we ge ee es Ce tte nN ey ee oe 
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ishowmobile down the hilt and 

line it up with the long ramp. 

Squash the bad guy. 
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Run, jump, and grab over to the 
‘edge near the big ramp, and claim 
the dade Dragon. Cap the kitties 
before jumping back to the ramp. 


Get off the snowmobile when you've 


crossed the hill and jump to the 
slope above the ice ladder, Grab the 
edge and climb down. 


ae 


in the far jeft corner of the val 
ley is a small hele with 
Grenades.inthe bottom 


iAcross the drawbridge, get off 
the ride and coax out the 
avalanche on foot 
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Go full throttle up the ramp and Lara Inside the cave, you'll need Once again, you'll need speed to get 

arcs across the void tothe cave on _nerves.of sieei to pilot the past the snowballs. Alternatively, 

the far side. snowmohite between the pit on you can try to coax the avalanche 
the Jeft-and the- snowballs that down on foot, backtlipping out of 
roll down from the right. harm's way. 


Drop and grab the edge of the cave Get out those Uzis in the tunnel You'll have to dash in a quick are in 
from the ice jadder above and pull below the cave and blow open the’ the direction of the switch to coax 
up. Take the Drawbridge Key and ice wail concealing the bad guy. down those icicles, Hit the switch 
drop into the passage at the back of ‘Continue with caution and exit through the gate, 

the cave 


Expect more kitty trouble when you ‘Get back on the snowmobile, and The Drawbridge Key goes in the 
exit the Grenade hole. Climb the we Oe eee we ine me arnt ee lam nee Be (ee HEY get 
ledges and ice:-ladder back to the the icy floor. Don’t stop at the switch allows Lara to tress the gap with 
cave opening above. by the gate. Really her snowmobile 


Wake sure you work your way down “aving defused the threat, get back — Return to the large open area, which 
to the end of the patfito get rid-of ali 0" the snowmobile and proceed has undergone a snowy transforma- 


the snowballs above slowly down the path. Following the — tion. Approach the Hut Key, in the 
major shake-up in the cave, ride snow on the left, with caution. 
eiong the right-hand ridae te gel 
past the pit. 
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‘When you go anywhere near the Nd le eal 
OF) | a ene Led | oat 6 me eT) Per 
with a toy of his own: 2 heavily the hut. You need to use Lara’s ride 
armed snowmobile, Use the because the armored version is too 
Uzis, and try to stay mobile, or heavy to make the big jump. 
he'll niow you down. 
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te he oe me eet ert 
collect the ammo and Smail Med) 
Pack before throwing the switch on 
the wall. 


ww fee ee ho he ot bet be 
tle outside as a crowd of criminals 
ed ll ete 
mobile and put a dent in your Uzi 
clip supply. 


il 


Follow the trail io the pit and notice «a Wrage & Pe Bt 2 he pte 
the ice ladder leading down. The wate tpt oe ee Gwe Oe 
heavy snowmobile can't make ve Oe 
the jump. 
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Push the biock in the wail twice and = There is a pair of mercenaries off to 

jump into the smali cave as soon as _ the right. if you try fo push the block 

possible. all the way into the room before tak- 
ing action, they pretty much cut our 
heroine in half. 
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tant ramp. continue te the hut. 
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ee ees 
cave. Jump down to the floor, 
oe rey Oe 
on the left. You may want to whip. 
out the M-16. 
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Cow ee ome ol he me 
eee 
yh fee 2 et fe oe 
het bee bal ote a etd 
Oragen. Climd back up. 


Take care of the sniper on the ledge 
below, then go back for the snow- 
mobile. Ride it over the cliff and into 
the pool. Climb out and follow the 
ay 


Tj lsetar = 


A tt ieee Anema eee 
roaring in trom the left, but it'll take 
“i ewomhmewd 

that ledge. Make sure his time runs 
out, and the ride is yours. 
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‘The Barkhang Monastery would be the mout Complex fevel.n the oeme:-were 
‘not for the Temple of Xian. The idea is to collect five special Prayer Wheel 
‘scattered throughout the monks’ home, and then use the Seraph 'to enter:the 
Catacombs of the Talion. Barkhang is-all about puzzies, as the resident. 
monks will assist you In combating the mobs of mercenaries hot.on Lads 
trail. Just don’t accidentally tag a monk, and they'll be on your side; taking 
care of most of the dirty work in fine styie. if you:de: shoot 9 priee!: yau have 
to reload: all of the mionks will turn against you. 


Climb the tal tide tn front of the Jump fram the ledge at the top of 


Dispose of more crows en route to 
monastery, wary of the resident the ladder to the Small space nearby, the top of the rock pile. 
crow population, and from there to an upper pathway. 


Drop down below the slope and Shoot open the window and head —-From the hallway intersection, the 

grab the crack, then shimmy right to. inside. Hang a right into the hallway. left-hand route leads to the main 

a walkway near the monastery. hall. Straight ahead is the 
Strongroom. 


Duck nta the frst doorway on the Near the locked Strongroom, merce- Double back toward the main hall Up above the main fall, take 
“‘JgRt in the direction of the main. he, ‘aries and monks do battle. Check "ti head through the first doorway =the Main Hall Key from the 
then roll and head for the the ledge outside for Grenades. 0" the lel, Climb the tall ladder, small platform. 
Strongroom. 
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Passage. 


Bintinue scig to poor patel areola waits 

to the right of the huge statue. upper walkway and watch out tor 
the boulder that rolls down the 
sloped hall. 


K 
‘The small blue pool has a sirong it takes some time, but itis possible Follow the path and drop to the pepenrmeriamectacaroret| 
Current, Swim low along the wall te to defeat the current and reach the water far below. Pop a Flare, andre bladed doors, a lone monk altacks.* 
the right, and try not io bump into ~=—_— underwater opening, through the bladed doors. mercenary. 
anything or you'll lose some 

momentum, 


* 
ne 


antechamber, another bad guy fixtures, and claim the first between them to. make your escape ‘Lara can use this to backtrack 
Prayer . toward the main hail. 


Follow the wotonay back through Watch your step heading back down insert the Main Hall Key into the lock Head straight for the large statue 
the main hall. Hopefully, the monk —_to the Main Hall Door: that tall ladder near the large double doers and. and a fight breaks out behind yeu 


” 

Be ready to mop up if the battie ‘Weiss eepscoiil hin fede ae saan OATS: th the outer room, move the boise: 

goes poorly. When you enter the floor, jump over the inoperative the bumers come to life. Jump aside to reveal a passage in the will 

already took care of the mercenary. can be a killer. venture Inside. 
- 


Barkehawg Meonatbery 


‘With so many monks in the area, in cll hae tae ems an dpa ea hank the sori tr queralg 

‘the mercenaries usually get kicked of passages. Check the hallway o# right-hand halfway, and enter the Strongroom Key, and jump back 

pretty hard. Gather thelr goodies, the right, room on the left. over the single blade in the hall, 
There's no reason to go any farther 
down the passage. 


Head back through the main hall. —_ in the Strongroom is nothing ba te Head back toward the main hall and Hug the left-hand wail to the cone 


Remember that the Strongroom is Rooftops Key. Pick it un. check the doorway where the blades of the room and time your run 
back down the wide passage and to roll back and forth. Go inside: foward the Rooftops Key Door, 
the left, Follow the passage beyond. 


$n the area above, there’s a switch © Stand and jump forward over Head down into the open area on There are monks around the corner 


- that will shut off the bumers fora ‘the burners until you reach the left, angling toward the opening: that will come to Lara's aid when 
short time, Whether you shuf them —_ the Intersection. on the leffas mercenaries appear you round the corner to the left. 
off or not, however, you need to behind you. 
jump them exactly the same way. 


Be ready to lend ahand because When things die down a bit, throw Blow open the glass case and take Farther down the burner hail, 


this battle often goes badly for the the switch on the pillar and drop _—‘the two Gemstones. Throw the place one of the Gemstones In 
monks: You can olimb the ladder on down to the area helow. Switclt and climb back to the fixture: The huge golden door 
the lett to snipe and also collect upper area. Return to the hallway, slides inward. 
more M-16 clips. and take a left. 

Tomo Raider 1 

PRIMA’S OFFICIAL 


STRATEGY GUIDE 


Back in the main hall, investigate 
the passages on the left, 


Behind the box is # second Prayer 
Wheel. Grab it and head back to the 
main hall. ‘ 


Go inside the small chamber, and 
puil aut the box on the left. 


“ Ee aaa etn 


Run, jump, and grab the upturned Now climb up the hand with the 


Climb the tall ladder Up to a level 
near the hands of the huge statue. 


Run and jump back to the statue, 


Place the second Gemstone in the 
palm of the statue fromthe ledge burner, and run, jump, and.grab the fixture high above the main hall, and —_and-slide down its tront. Follow the 
above the tall ladder, top of the statue's head. Cross over a trapdoor opens below the statue. upper walkway around the statue's 
the head, then jump and grab from ~ More on that jater base to the rear. 
the hand to the niche. 


2 Ps aa 


Jump up the slope behind the huge Down the wide hallway near "Inside are several movable boxes. 


statue, and take the Gold Dragon base of the statue, enter the door- © Manipulating them tully probably 

trom the alcove. way on the right. isn't worth the effort. You can stand 
beside the barrels to push the first 
box you need to move. 


cr ar Ty ’ 4 
Follow the dim passage past the in the narrow passage, run into the ‘in the interconnecting hallways, 


barrels, pil and grab the ladder to make it 
salely across. Try to keep that route 
in mind for the return trip. from behind. Bail out the window, 
and don't shoot any monks below. 


With the boxes arranged this way, 
you can collectAP ammo fromthe 


floor and Harpoons ftom on top of a ‘ 
box near the wall, You'll have to 

move the one box from in front of a 
the door eventually. 


yy " | as 


In the courtyard below, throw the 


head up the stairs and shoot open _—switch on the wall and the monks 
ihe window as mercenaries close in run off to take care of business. 


Throw the switch again to close the ; 
door behind them. 3 - 
= 


Bavichang Monads bevy b 


‘Climb the series of tall laddert In the Upper chamber is the third It's best to be prepared for trouble —_ Back across the ladder pit, return to 
leading up trom the large Prayer Wheel. Take it and return to = when you reopen the door in the the broad passage and look to the 

7 courtyard. the courtyard far below. courtyard, although sometimes the right, 

good guys do win. 


Had all the way to the end of the 


“ Through the narrower passage at Sticking olose to one wall, run 
> ‘hall and duck inside the narrower ~—_artd collect valuable prizes. the end of the wide hall waits an forward as the spiked obstacle 

<<. passage on the left before the impressive gauntlet. The burner begins to swing away. You may 
Bp monks leave the vicinity, will be extinguished if you walk take a nick, but you'll drop into a 

“ slowly forward. safe hall. 

v4 


i ut a average ek Climb out of the second safe lower  Aun,past the last blade and grab up if you follow the nearby blade back 
“in the direction of the swinging passage to the area beside the the Trapdoor Key. At least that's down the hallway, you can duck off 
ay ybstacle. You néed to repeat the rolling blade Over ... OF is it? into a small dloove when the trap 
trick, this time taking into account reverses 
the rolling blade. 


ga 


Now return to the room where you tn the , Swim the 
to the end of the hallway and fount the Trapdoor Key moments Seorene eatiead dhe 
make a left, but don’t go too far. ago and continue in that direction. small opening high on the fight. 
There are two sets of bladed Slide down into the pool, ’ 
doors to roil through to reach 

the Jade Dragon. 


Once the blade passes by, run 
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inside the small underwater tunnel = Now's the time to enter the chamber Follow the passage beneath the 
sits the Stone Dragon. Climb oul of | below the huge statue and drop statue. 

the large pool and backtrack to the through the trapdoor that opened 

— huge statue In the main hall. when you placed the second 
Gemstone in the fixture. 
= —— 
=_— 
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inthe small pump room, throw the Through the open door, jump over Double back through the pump The Trapdoor Key goes in the lock 
switch to open the door nearby. the slope on the left and push the room, and slide down the slope to _in the main hall. Drop down into the 
box, cutting off the water flow. the dry chamber, Push the box aside area below, 
and take the fourth Prayer Wheel. 
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In the area below the unlocked trap- Follow the path through the rocks Approach the bridge along the ‘Roll just inside the rock opening. 


door, loop to the left and throw the and jook for a hole in the wall where upper pathway with caution. leading to the bridge, and peg the 
‘switch on the wall. When the battle it terminates. Climb the ladder to the crow that appears behind Lara. The 
concludes, check the path in the smalkway above. trick Is to coax out the crows, tees inet 
opposite direction. the mercenary. 
a " _ 
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Approach the bridge with the Aim with care near the small build- © Jump from the rock ledges to grab . 
\-16 at the ready, and punish ing: you want to take out the pair of the roof of the building, and drop 
the criminal that appears. Take crows without inadvertently tagging through the opening there. 
his clips, and it’s a net gain.. the resident monk. 


Barichang Monastery 
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CATACOMBS OF THE TALION 
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The Catacombs of the Talion leads Lara in the 
direction of the Ice Palace and a major show" 
down. The puzzles are relatively complex, 
and the place is absolutely crawling with 
those nasty snow leopatds—huge packs of 
them. You almost have to Use the Uzis on 
those kiities because the pack moves so fast 
You can use the M-16, but it requires stable 


A eee : you'll have t id the stairs 
footing, which ie not always an option ad bacicring wi a buick dal 


- 
oh Site Stars fo One Ske Sang a eh in The chamter win he Sehind the Wwige are a peck: 
fd watch out for the second's#e steep slope, and jump to grab thie Flares and the Stone Dragon # ety 
of lethal icicles en route to the crack in the wall. it were all so easy. 


doorwa 


he switch In the lower chamber From the top of the steep slope, ve 


Mat spot above the ledge, andloo# yeti Is freaking out directly beiaw pens a door across the steep may be able to pick off the snow 


down the ladder. The yelt below is Lara, Use the jump command to slope. Climb the ladder back up. -‘'Wopard that comes out to play. 
most likely stirring, backilip from the fadder, and (it only it were all so easy.) 
apply the Uzis liberally. 
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dn't Sweat the final set ofbouldert = More kitties. A fot more: Watch 


the huge doors. Climb to the 
eft side of the stairway, and 
p and gral to the ledae. Drop 
yn into the area beyond the wall. 


ond Tibetan Mask. Climb back up 
e snowcapped pillar with caution. 


ide the huge-dark chamber, ignare 
he screams of the caged beasts and 
) the left-hand wall. Jump across 
small gaps to reach the switch 
opens the cages 


Collect the Grenades from one 
short dark hallway, and throw the 
switch to open.a door back above 
the icy pool. Backtrack with 
extreme caution 
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As you step onto the icy surtace, 
your back when you go to check more telines rotl\in trom the pointed 
the ley pool. Oassage 


Drop dawn from the pillar and Backtrack with the second Tibetan 
get mobile: a pair of mercenar- Mask past the huge doors and. 
ies has appeared in the open around the comer to the right. 
area or perhaps is pacing in 

the pointed passage. 


Si . 3 


Ittakes the yetis forever to get up 


Invariably, a yeti or two lingers in 
the stairs and oVer to Lara. Open fire the cages below. Be ready to whip 
with the Pistols, then bail off when out the Uzis and gather the goodies 
they get close and open fire again. on eath side of the room. 

Stay mobile in the large area. 


Up the ledge past the huge doors, 
a long suspension bridge arcs up 


Outside the room of yeti cages, 
‘several mercenaries stage a 


merciless ambush from the left. toward 2 wailing avalanche. Aun 
It might amuse Lara to lob five thraugh the opening across the 
or six Grenades into the crowd second bridge and hang a hard left. 


from a distance 


Keep those guns handy and 
explore through the pointed pas- 
“Sage, ready to backflip and open 
fire, Through the passage is a 
snowcapped pillar to climb. 


Beside the closed door is the fixture 
for the second Tibetan Mask. You'll 
also see a ladder to the left and 
Grenades on an overhead ledge. 


Throwing the switch also raises 
small gales, allowing access to a 
dark antechamber. Pull the movable 
block over and shove it beneath a 
gate; like sa. 


Thete’s a-small ledge just to the left 
inside the opening where Lara can 
stand to avoid the storm. Continue 
to the ledge above 


i o : % 3 
Run, jump, and grab from the upper Do a little Lara-style lee fishing, 
aréa to the nearby ladder, then climb then go swimming. Stand in the 


The path along the wall is fraught 
with icicles, but don’t swim 


to the upper chamber, You have ta —right-hand.side of the opening in through the entire cavern. Swim 
drop in the pool, but you'll want to the wall. Wade and climb ashore and climb ashore on the smell 
exit immediately. on the fight near the wail. white ledge between this cove 


and the next area. 


‘ 


Jump to grab the ladder, and swim 
to the block near the dooi, Climb 
up on the block, and run and jump 
to grab the very bottom ot the 
distant ladder. 


Climb the ladder to the chamber. 
above, You'll see a sliding slope on 
each side of the top of the ladder 
and a statuette in a small room 


Move to the far left at the top of the 
fodder.and drop, Use the jump 
command a8 Lara falls, and hold it 
until Lara can safely slide to a 
stop. Claim the Jade Dragon. 


Throw the switch on the ledge to 
open the door below: Drop to the 


Look to the left as you enter the new 
area, and cap another leopard. 
water away from the door, avoid- Throw the switch on (he small pillar the last row of boulders: Jump 
ing the block. and turn left on the outside ledge. across to the ledge above the pit. 


The switch on the small pillar opens 
the huge doors. Don’t be afraid of 


Drop from that oorner. 


as 
There's a mess of kitties to kill ff you go ento the sliding slopes Jump forward at the bottom of the 
below. Roll when you hit the toward either set of snowballs, slope, then jump again as you 


slide. Bail off to the left, or per- 
haps leap over the avalanche as it 
rolls down. Ouch. 


they'll come roiling down. Leave the 
wide slope alone. Stand at the base 
of the narrow slope. 


sinister switch, and notch a 
leopard kill with the Shotgun. 
Clean house; and backtrack 
acress the pit above. 


Catacomles vf the Tlie) 


From the ledge along the right-hand 
wall, you can see through into 

another cavern. Walk forward to the 
edge, then turn around and leak up. 


Climb to the upper right corner of 
the ladder and use the jump com: 
mand. te backflip. 


You could run and jump across the 


pit, then snipe fromabove.Oryou = 
could face the boulders and drop a 
backward into the hole with your 
« 
- 
The snowballs knock open an adja z 


cent chamber. Inside, you'll use the 

right-hand pad to open the level exit, 
First, there's that last statuetteto = 
claim, though. ; 
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Back on the floor, run toward the Shooting the bell opens the first of 
bell and onto the small pad. It two large black gates below. Run 
might be worth using six or seven —_ onto the double-wide pad in the 

Uzi shots to make sure you hit the —_ direction of the remaining gate, and 
bell the first time you spring. lean forward to land on a high iedge. 


_ 
ed ree 
Return to the second tier via the Check the far end of the barred pas- 
stairs and check the hallway that sage, where it turns to the right, and 
opened up when the yeti cage fell. 4 yeti comes out in a disturbing 


hurry. Hop backward and apply the 
Uzis. Definitely the Uzis. 


From the center of the high ledge. 
In the distance, you can see a shiny where you pushed the block aside, 
statuette, Perhaps there’s some way stand facing the pillar and step oft 
to fill the space with water? Or a tad- into thin alr. Cross the invisible 
der to climb? walkway, and take the Gold Dragon. 
rr. - ie | 
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The huge chamber appears empty. 
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Jump to the slope above the gate- lun onto the pad In the direction of 


way, and grab the edge to drop safe- the right-hand wall, and use the 
fy to the floor. Yes, another spring- —_ action button as Lara soars high 
board! It’s the last one fora while, —_ into the air. 

but it’s a doozy. 


On the high ledge, check the drop to The yetis are released at floor level, 


the ledge just below. Grab the Uzi —_ giving Lara time to chip away with 
Clips and hit the switch to release —_—the Pistols from above. When the 
the yetis. You want to drop down a ~=— monsters get close, drop down to 
single level to do battle. the floor and keep chipping. 
pam _ a 
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In the small chamber upstairs, throw in th ssage, there's a hi 
the switch to open the shutters den movable block in the wall neat 
nearby. Backtrack down the barred where you found the Large Medi 
passage, past the point where you Pack. Pull it out and aside. 
found the Large Medi Pack. 


jen ya 


Tee ee 
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Scere —— 
— On top of the shutter, hop and 


Back on the floor outside the “ 

remaining black gate, run onto the shoot the bell. The second black q 
small springboard in the direction of gate opens. 

the open shutters above. Lean for- 

ward to land safely. 


ee 2 . b 


You can grab the edge, but the slope At the far end of the sloping 
above is too steep to stand on. Pull space is another bell to shoot. 


up, and jump immediately. Keep Get out those Pistols and do 
jumping back and forth, and lean to the deed, then lean to the left, 
theright . =. —__ back the way you came. 
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This is the big daddy, of Tomb Raider Ii: one long, gti 
Uti Cis . to another dimension. The Temple is twice the size 
of anything you've seen previously, and the puzzles 
and traps are downright diabolical. You'll need to be 
on your toes from the very start in order to get the 
first secret statuette. And the level is littered with 
out-and-out red herrings: sucker ploys designed to 


make you waste time and energy. The Large Medi 
Tomb Raider I Pack at the top of a certain ladder comes to mind. re 
PRIMA’S OFFICIAL Stay focused, and be precise about each action. = 
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Pop aFlare and follow the ornate ‘The Dagger of Xian sits on the small Let Lara fall there are onlyiwo As Lara slides out of the tunnel; 
passage. Stop when the camera dais. You won't be seeing it again © moves to perform. The first is to grab the edge of the waterfall, and 


angle changes. until the end of the level. Walk jump the blade. Next, earlyinthe perhaps spy a’hint of gold. 
straight toward the dais and fall wide water hall, jump backward. 


through the trapdoor. Lara leaps and pivots itt midair. 


{ (EO LOE ; 
Shimmy to the left and collect the Dive off the ledge and ride the cur- Face the falls from the center of You swim ashore facing the lower 
Gold Dragon from the small'niche rent. Notice the the pretty fish and the lower pool, then turn to the entrance to the Temple. Off fo the h 


high-above the water. Lile is good, the ledge, lock, and ladder combo in right. Swim down and to the right —_right Is another portal—the Silver 


the lower pool. There are two open- to avoid getting caught In the Key Door, Head toward the temple 
ings underwater. current. Hustle ashore to cap the entrance, Uzis ready. 
killer koi. 


Tiger trouble comes fram the left as Circle (othe left of the entrance and Follow the rooftop ledge around to ‘The Automatics are sulficient fo peg 
you approach, then from the right as run onto the springboard In the the far side, and throw the switch the arriving eagle, The fall from the 


| 2 t 
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Lara ascends the wide stairs. direction of the Temple. Lean for- to open a grating back above the roo! can be painful: hang and drop 
ward to land on the roof, ledge, lock, and ladder combo. onto one of the raised platforms 
neay a corner pillar. 


Be wary of spiders as you You can see the Stone Dragon =» Shimmy tothe leftand pullup, wary = 
just in case—swim back to the explore. Hang and climb down below, but don't try for itfrom here. of spiders. Follow the walkway, 
adjoining chamber. Climb the ladder —_to the bottom of the ladder, then 

above the !edge and whip out the. drop and grab the ledge below. 

APs to splat the spider. 


Temp le vf Ki Aw 
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Climb down the ladder around the From the lowest level above the Jump and grab the ladder from Climb up onto the wall and work 


comer and drop to grab the ledge deadly pit, you can grab the ledge _the lowest walkway and climb your Way to.the upper tight-hand 
below. Pull up end defend yourself and shimmy right along the crack. —_up to the opening in the wall. corner of the surface, below 
along the walkway. Claim the Stone Dragon and back- Follow the passage. ‘the crack 
SU adams track along the crack, ser eee 


J gi 


Grab the wall in the upper On the far side of the wall is a 


As long as Lara is standing still— Take the Shotgun shells, and run 
right-hand corner, jump from the collapsible plank. You need to run nol running forward—she'll drop and jump to the opening, This trap 
wall, then quickly jump again from to the far end of the tiles, then straight down to the top of a is a real bear, so expect to try ita 
the sliding slope. Walk across the —_—stand still. pillar below. couple of times. 


top of the wail. 


Inside the opening is a sliding You wind up grabbing the ledge There's a switch on the dark upper © Ominous as il may seem, there's 
slope down to a pil of spikes. You above a pit of spikes. You'll have to ledge that opens the huge doors to nothing to fear immediately inside, 
need to jump from the slope, slide climb uptodescend safely forthe the Temple. Follow the Upper pas- © Go and see 

ona second slope, and jump from ‘Grenades below sage to backtrack by dropping into 

there to grab the ledge. the water. 


' Take the M-16 clips from near * Run and jump to the first slope 
the statue only if you're running it to the ledge above a lava-lilled directly across from the 
low. Otherwise, you can waltacou- "0M. This is another of those entrance, and slide forward 
ple of hours and not have to hear _—S/idiing-slope puzzles. toward the tava, Jump, then slide 
that darn sword the whole time down another slope. 


Tomb Raider 11 


peat + 
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Lara will slide down a slope and 


From the second slope, you'll Run, jump, and grab across the 


Drop to the walkway and run 


‘have to jump to the slope pillars above the lava, and enter ‘drop Into a deadly trap. Don't stop — straight ahead to the switch as 
ahead, then jump twice very the short hallway. When you go for the Small Medi Pack on the pet spiked walls close in. Throw the 
quickly and grab the ledge, Pull for the switoh, the floor drops because there's no fime. swilch, roll, and run back down in 
up and cross the rocks. out. Let Lara tall. the opposite direction, 


It's tough to make it inside the door —_- Follow the passage and get off the © Walch the celling and avoid the 
without taking at least a nick—just slope ag the metal ball releases rolling menace, You can climb past 
try to make a clean run and mint- from near the top. You can climb the second one off to its left. 

mize the damage. or simply rofl and run. 


‘On ite walkway near the ladder, yor ‘Pop a Flare in the dark chamber up —_4n the passage that opens just ‘The rolling blades are pretty t0 joge 
can coax out the final sphere by rus the ladder, and be ready to roll and above the floor of the dark room, at, but deadly io touch. Cross the 
‘ning at an angle in front of it and of grab the Shotgun when you flip th® —_ you can hang in the comer to avant oom all the way to the far wall, thew 
over the edge of the ledge. switch: a tiger appears directly the blade below. Drop down. turn to exit on the left. 

behind you. 


aw 


ae 


eee . es SOS 
‘But on the Gross thie walkway, paying attention 
assault upon Lara's arrival. you —‘utton. When you push it, roll and want to make it through the opened _ to the shadows below: judge the 
fall off, a hall opens that allows run immediately to jump to the nase double doors, which are onatight — safe areas between the spiked 
quicker backtrack. by rafter, timer. Run and jump along the obstacles, and run past each along 
rafters to the lar end ofthe room. ane side of the ledge. 


; 
—«— 


* <= 


ledge, expect an aerid! At one end of the rafter area is @ ©-‘Thefe’s no time to hesitate it you 


& vx ian Tem b Le oF 


% 


‘The buttons on each side. of the Keep running straight down the pat ‘The camera angle shifts around to® 
exit begin an involved gauntlet. as the floor falls away behind you more forward view as you near the —_and grab the ledge across the laws 
Start on the right, then jump teft end then. boulder is released énd of the run. At that point, you’? here waits the Dragon Seal 
4 and press that button, Turn to the want to fap the camera button to 

2 ‘right and run into the hail. change the view, but keep running. 


or 


’ rom the Dragon Seal ledge, tur’ Watching out for spiders, throw the Make your way down the ledges to rom the last of the low platforini: 
_ and jump off to the right, with the switch in the dark room to reconfig: the walkway at lava level. Run and you want to run and jump to the 
p ‘statue on the left. Climb the ledges. _ure the pillars in the lava. Exit out. jump to the farthest of the smaif slope near the block so that Lara 
and collect the AP.ammo.en route % he opposite side-of the dark rool. platforms: along the right-hand wall sliding forward. Jump from there 
Wie dark room $0 grab the ledge 


- 


and patl up prepared to siide, ain and jump to the tall pidar nese ‘Stand in the center of the low ‘Quickly step back and off the edge 


‘then jump and grab the top of ti the wall, and then to the low plat- green block and jump forward te of the slope, grabbing hold to hang 
¢ pillar beyond. form below. Beyond that is another the springpad. Lean forward to above the lava as the sphere rolls 
lovely springboard, land on the ornate slope as a overhead. Climb back up, 


sphere releases up above 


Slide forward down the slope, and 
lean forward off the springboard to 
teach the high ralter. There you'll 
Tomb Raider duickly backflip t0 the safety aftee nthe far side of the slope. You's! nd the:teval's third statuette 
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first flat spot. see another springboard. 


rol 


Run, jump, and grab the edge Run and jump back to the slope Drop the eagle, then run and jump Throw the switch on the wall and 
of the rafter across the room above the second flat pillar and over to the portal. Pull outthe box drop down into the hole that opens. 
and collect the Jade Dragon. climb the flat (ops to the upper and push it aside. 

Perhaps you can begin to lean right-hand corner of the area. 


on the Uzis.a little, 


While running down the slope, a Return to the rafters and try to Place the Dragon Seat in the fix- 
sphere iS released behind Laya, The take oul the tigers from above, ture and the nearby door opens. 
safe turn in the hail is on her left: Drop down to the floor. Now's the in you go. 

the right-hand side of the screen in time to take those M-16 clips if 

the long view, you didn't before. 


You'll have to duck back and forth At the end of the hallway, Lara Around the room are four “real” Run and jump up the pillars and 


‘between the alcoves to make your _— slides into a smallish chamber with switches mixed in with textured climb to the walkway above the falls, 
way down the hall and avoid the an impending spiked ceiling. ones. Once you find the first, you 
rolling blade. can easily spot the difference. Grab 


ithe Small Medi Pack and exit. 


Kill the koi and check the pool. Pull the fever and the current inthe © Down the wide tunnel, avoid the Swim down the smaller passage and . 
Swim over near the lever, than get a area reverses. Turn and swim down —_lever on the left—it's a red her- pull the lever. Don't do anything * 
good breath before you swim dawn the wide underwater tunnel- ring. Look high and right across else: just pull the lever and back- 
and pull it. from the lever, then swim into the track to the large pool down the 


harrow passage. wide tunnel. 


Temple of Kian 


"Fre large pool has filled to the brie With a full supply of oxygen, swim Once again, it's very tight to get the The lever inside the opened 

* with water, and you'll need all your’ back down the wide tunnel and inté Medi Pack, pull the lever and make'if. gntechamber opens the exit to 
¥ ‘air to make it up to the small area _the small passage. Take the Small _back up to the air pocket. Swim pool puzzle—a door off. of the air 
ne shee Lara can catch her breath Medi Pack and pull the lever down.ia back down and through the openew pocket up ‘above: 

2 the short opened hallway. portal in the large pool. 


Shoot the fish and take tha Turnito the left from the switch At the far end of the tunnel waits 
ammo, There are Shotgurr shells and drop down the open trap- the Gold Key, Outside the grating 
beneath the waler and M4-16 door as the wall closes in from is a bonus Small Medi Pack. 
clips on the low block. Be ready the far side of the room. ‘Swim up into the pool near the 
to move when you throw the Temple doors. 

switch In the antechamber,, ‘ 


Elite pols w te ak Swim down and buttonhook betk % Gn the left-hand side of the tunne! Suku Wren bole ea 
ledge in the adjacent chamber ® the right at the intersection. is an opening to a chamber. Hug, tinue past it to the other side of thie 
the left-hand wall, wary of Kol,and room, Exit back in the direction you 
fook behind a pillar on the right tor came from, 


pie 


Climb ashore on the wooden ledge PT oat ace a 

and cap the koi from there. Be ready Once you reach the large web on the 

to burn some serious Flares inthe right side of the passage, you need 

dark, spidery cavern ahead. ‘to get out the Uzis. They grow ‘ier 
big In these parts.. 


Tesi ies 


Leaden the giant spider near the 
egg sack, and expect another 
hairy pair to appear when you 
drop to the floor. 


Run, jump, and grab the pillar in the 
pool and take the Silver Key, Now 
backtrack all the way to the shore 
near the lower temple doors. 


the right side of the dark opening, 
Grab the AP ammo and check the 
bridge with caution. 


a 


Don't go down there. There are Uzi 
clips there, but no way to get back 
up the ladder, It's just a horrible 
backtrack 


Ev 


eal 


Soo <a 


There's a pillaf to climb on the far Make your way up the ledges. It's 
side of the large chamber. Pop a tough to see in the cavern, bul each 
Flare before you run for it. Be ready is Close'to the next. When you don't 
to defond yourself if the spiders need to grab, earry the Uzis, Run 
somehow catch up. and jump to the central pillar. 


From the central pillar, you can run, 
jump, and grab into the wide hall, 
way. Follow it to the small opening: 
at the far end. 


t's easiest to just jump off to one 
side when a sphere comes down. 
The reclimb is short. Stand and 
jump from the side of ong pillar to 
grab the edge of the next in line, 


Expect rolling spheres when you 
stand on the lower two platforms. 


On the same shore as the lower 
temple entrance is the Silver 
Key Door. Go inside. 


Draw out the eagle that comes There's more tiger trouble from the 


Jump and grab the bottom of the 
from behind before you trigger the —_jeft, in the room across the bridge. Small sloped pillar. Pull up and jump 
tiger trom the across the bridge. You'll have to jump to grab the low immediately. Lara will backilip to the 4 
It's easier to stay on the bridge if edge of the pillar on the right. top of the pillar nearby. 
you work on them individually. 


Throw the switch and drop 
another eagle, Follow the blade 
back across the bridge very 
ctosely—t’s faster than Lara— 
and duck back inside the room. 


Up above, stand near the corner 
with your back to the wall, facing the 
fedge where the blade rolis back and 
forth. When the blade reverses, 
jump forward twice to make it past. 


Take the Large Medi Pack and Uzi 
clips near the skeleton, and consid- 
er the bridge. You'll have to outrun 
the rolling blade and duck off to the 
left at the far end of the span. 


Temple of Xian 


Temple vi Xian 


Pull up to the ledge ready to defend 
yourself. The door you opened with 
the last switch is nearby, 


Don't lean at all as Lara hounces 
upward: let the springboards do all 
the work, When she leaves the 
uppermost springboard, lean for- 
ward and grab. 


_ Backtrack to the tiger room with 
the two pillars, You must climb up 
via the springboards. Stand with 
___Lara’s face pressed to the wall 
‘Step back. Step forward, Backflip. 


Once on the ladder, move off to the 


Off to the right Is the Main Chamber At the far'end of the area |s a low 


‘Lock. You want to jump to that ledge white block. You can save time by _left side to climb, thus avoiding the 
and run along the lava as the wall jumping on top of It before climbing spikes entirely. 
closes in trom the right. the ladder. 


mw ox 
Run, jump, and grab around the left 


in the intriguing upper room, there's 
_ a switch to throw at the end of the wall fo reach the platform near the and. slide forward. That's all, No 
passage. Double back to see which © dragon. Take the Main Chamber Key lean, no nothing: just let Lara slide. 
portal Has opened. from the top of the pillar, 


X a 


Jump to the left of the pillar, leaning Apply the Main Chamber Key to the 
back to the right to avoid the open ~=—_—fock on the wall and jump back to 
door and landing on the walkway. the walkway near the door. 


Tomb Raider Il 
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Temple of NGA 


Step onto the slope near the dragon The slope deposits Lara on the top 


v 


Drop the eagle, then jump from the 
edge to grab the walkway. Enter the 
huge chamber. 


In the dark upper chamber, you'lt 
have to run and jump to climb the 
ladder on the right, as you entet. 
Another spiked wall will close in 
from behind. 


oe - 


of a pillar far below, but only if you 
just let her slide all the way down. 


On the other side of the room, a 
‘small section of grating has lowered 
near a pillar, Run and jump to grab 
the edge, then run and jump over 
and climb the ladder. 


One last true “level” between you and the Dragon. The Floating Islands are a 
real test, as any misstep here usually results in a screaming descent into 
oblivion. The best trick to realize here is that the warriors fly so slowly, you 
generally have time to kill them with Pistols before they can float over and 
attack you. Watch the skyline for the telltale outline and energy trail. 


Collect the Small Medi Pack and . - |t takes the warrior forever to fleatin Step back from the end of the The idea is to jump to the slope P 
walk to the end of the green path Lara's direction: plenty of time to green path, then jump forward to —_—_on the adjacent island, and then 
facing the gold lattice structure. Get chip him to pieces with the Pistols. _the left-hand slope of the nearby from that slope toward the gold 


out the Pistols, and open fire as the island. You want to slide forward. _ lattice structure. 
warrior comes into range. 


the bottom of the island to 


rs Seueieomes ee 


adjacent slope, and slide to 
the large island. 


From the same side of the island 
where you jump to grab the roof, 


you can hang over the edge and spy exit opens. 


a ledge down below. 


“Tomb Haider 1! 


You'll want to jump from near 


the ledge. If you miss, a warrior 
will activate below when you 


} Through the gate, jump from 
the slope just outside to the 


Lara can just barely reach the ledge. Throw the switch in the structure, 
t's quicker to reload If you fall short and a trapdoor opens on a nearby 
than it is to backtrack. island. 


grab 


When you arrive, a soldier activates 


try to stay mobile: these guys are 
bad news. Try to keep up a steady 
stream of bullets. 


to lite down below as you explore. 


Jump up near the tree, and turn so 
that you can see the roof above. 


Face the soldier ledge, and look for 
~~ flat space up the hill to the right. 


a a 


| 
} 
| 


Cee and grab the ledge, and Run and sump to the stee! walkway, 
pull up. Throw the switch, andthe 8nd from the far end of the plank to 
the nearby small green island. 


~~ 


~~ 


Through the trapdoor above are the 
off to the left. Get out those Uzis and first of two Mystic Plaques and other 
supplies. Another soldier will come 


The gate at the end of the narrow 
passage also opens. Approach with 
caution, as you can step over the 
edge even when walking, 


Once again, try to keep your 
distance, but also try to keep firing 
those Uzis. The one soldier stays 
put as long as you don't go near 
the far side of the island. 
— . 


Jump and grab the edge of the 
roof, and take the Jade Dragon 
from its lonely perch. Return to 
the area below. 


Tum to the left 
and jump over 
the sliding slope 
to the flat top of # 
the small : 
island. 


From the top of the huge steps, you 
can run, jump, and grab to a ledge 
near the Mystic Plaques Door island. 
That's Plaques, plural. You need to 
find the second one. 


++. and on to the small island past 
that. Travel likewise to the bottom of 
the distant set of huge green 
“steps,” and climb up them. 


Run, jump, and sraene to aitte — flat 
end of the nearby island .. 


Open fire as the warrior comes to 
life and he won't have time to do 
something unpleasant. Climb up to 
where the level began from near 
where the warrior sat. 


cme to the low edge i in Koni of 
the entrance to the gold lattice 
structure and get out those Uzis. 


Having chipped the two warriors 
into submission, look off the other 
side of the gold lattice structure and 
spy the rock path below. Jump 
down, and hang a right. 


Run and jump from the low ledge to 
the small island with the second 


Take the second Plaque, and run, 
jump, and grab to the point of the 
small island nearby. 


When you jump from the small 
island to the large one nearby, the 
last of the resident soldiers will 
activate. Uzi him before he covers 


Run, jump, and grab from the right- 
hand side of the small ledge facing 
the Mystic Plaques Door. The ledge 
Is ever-so-slightly irregular. 


Place the Mystic Plaques ares ven- 
ture inside. As you approach the 
bridge, a warrior floats up. 


ott to pita right 0 on the bridge, you 
can see an opening in the rock wall 
and the Stone Dragon. 


Follow the irregular steps in the 
direction opposite the Mystic 
Plaques Door, and turn around as 
you approach the top. The distant 
warriors will activate one at a time. 


As rms ions to the first slope 4 
near the beginning isiand, but let 
Lara slip off the edge. You should 
land roughly on a small ledge 

below. Tun around. 


a ne 
Drop down to the ledge below the | 
island, and backtrack all the way 
to that small ledge tacing the large’ 
island with the Mystic Plaques 
Door. Stand to the tar right. 


Just to the right as you come 
through the door is an entrance in 
the rock. Walk backward up the — | 
short slope outside, and move all | 
the way fo the left of the ramp. 


4 ackflip to the opening and follow You'll have to jump up over a Check the green boulder nearby. 
p passage to the Stone Dragon. slope—and then over a small ledge Backflip over it, then backflip again 
| in the hall—to exit. when you hit the siope. 


Climb to the low end of the sloped = From the roof, head back around to 
pillar, then pivot and jump up to the boulder slope via the opening in siope and come to rest in a small 
flat section at the bottom. Hop the 
gap and head up that ramp. 


-00k up as the warrior activates, 
gynd Pistol him to pieces. Above 
ara’s ledge, to the right, Is ahole grab the ledge above. the rock wall. 
jeading up into a chamber. 


here the green is broken by the Run, jump, and grab from the ramp —_-Your first time on the rope slider, 
mocky pattern, turn and fook to the to the small island with the rope you can’t take the trip to its end: 
slider, — The door is closed up ahead. 


ight to spy a small island. 


One of the soldiers activates upon The switch opens the door at the There's another short rope slider in 
your arrival. Rock his world. end of the long rope slider. Me edlace iestee Aide ioverarte 


Following the second backflip, you 
can slide and grab the edge of a 

slope as the boulder rolls overhead. 
Drop down to the ledge below. 


5 ~r « 


—- 
You can slide down the boulder 


get out those Uzis. Head through the 
opening on the right. 


Climb up and follow the passage. 
Turn and grab the ledge to shimmy 


Throwing it also activates the two Keep the action command held down lett, and drop to a familiar location. 


remaining soldiers. Not good. to cling to the wall. 
Backflip. Use your Uzis and 
Medi Packs. 


Tom Walder I ~<a 
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Head back to the island where the This time you can take the full trip, | Just hang on and you'll cross From the short hallway, run and 
long rope slide begins. through the huge chamber to a jump back to the ledge on the right 
short hallway. in the outer area. 


Look sharp as a warrior comes float- If you cross over and climb the pillar in the bigger area beside the deep Pull the box so that you can jump 


ing in from the left. near the wall of fire, another warrior trench is a box to move. up and grab the overhead ledge. 
floats from the flaming cave Throw the switch. 
and dies. 


r = 
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On a nearby ledge sits a stash of M- The switch on the high ledge makes The final jump to the walkway is Throw the switch in the narrow 

16 clips. Down below you can see a another switch accessible—off a an odd distance, so make sure trench, and the long trapdoor 


long, sealed trapdoor. walkway at the bottom of the narrow you lean toward the opening as you spotted from the ledge 
trench. much as possible. above opens. Go and see. 


is. 
5 i 


Run, jump, and grab from the ledge Down below the flames, throw the Collect the Shotgun shells, and To the right is a switch on the wa 


where you found the M-16 switch on the wall. swim down through the narrow pas- Climb up and throw it, mindful of t! 
clips toward the opened sage. When the passage opens up, small circular blades. A gate opens 
trapdoor. The grabbing hug the left-hand wall. back in the huge chamber. 


motion is what lowers 
Lara's trajectory 
enough to allow 
her to make it inside. 


Jump back to the right-hand side of Run, jump, and grab toward the Run, jump, and gnab the crack in the 
the area, and push the box over as —_ledge to reach the upper hallway. On wall, and shimmy to the right above 
close as possible to the newly the left is a sealed door. Head the spikes, Pull up and throw the 
opened gateway above the a end _ straight down the hall. switch In the upper alcove. 

of the rope. 


Run and jump from the switch The switch opens the door to the 
alcove, and you can make it back chamber off of the upper hall. 
_to the upper hallway. e Slide down the slope and drop 
into the cage. 


When you throw the switch onthe Throw the switch and climb the wall 
wall, the bars are raised andthe —_ behind you, beside the upper pillar. 
resident ninja begin to huni little 

razor disks in your teases 


From the upper ledge, you can The ninja drop all kinds of cool stuff. Once again, the high ledge is your You'll have to roll near the final 
_ use the pillar for occasional When you start to collect the good- best bet, especially considering that soldier to bring him to life. 
cover and conserve a ton of — ies, the soldiers around the room _the soldiers, unlike the ninja, have © Remember to loop to the right — 
| ammo. Jump or run back and come to life. no form of distance attack. around the lava trough going 
forth, and chip away. back to the top of the wall, 


Throw the switch at the ‘6 of the —_ Don't get too close to the gate once When the soldiers finally crack, 

Stairs twice. The first time, itopens _ the soldiers activate: they can stick check the room that has opened. 

. the nearby gate and activates the you through the closed door. You, in Climb the lattice above the pit 
soldiers. The second time, it closes turn, can shoot them. ‘Near the top. 

___ the gate before they can get inside. : : 


: rriving ninja, and 
_ head up the broad stairway. 


se 
CX a reached madden ni ieck- ee 
Take one “step” downward from 
the top of the lattice, and jump for- 
ward. Lara will pivot in midair, and 
can thus grab the lattice behind 
her. Climb up. 


Climb to the colored section of wall 
behind the lattice and repeat the 
trick: jump forward and grab. Climb 
up to the slope, pull up, and jump 
immediately. Keep jumping. 


From where the block sat, jump to 
the ledge on the left. 


Pull out the block and push it over 
in front of the razor disk stream. 


Follow the outer walkway to the 
right, and claim the game's final 
secret statuette: the Gold Dragon. 
The backtrack Is tricky. First, return 
wy 2CrOSS the lava to the depression. 


Follow the tunnel by Flare light, 
and climb the low ledges to the 
outside area. 


From on top of the block, you can 
grab the rope slider and take a ride 
to the Dragon’s Lair. 


You have no choice but to take it 
from the ninja until Lara can slide to 
a stop on flat ground. Punish him. 


Jump back and forth from slope to 
slope, and lean to the left. As you 
approach the safe flat area, a ninja 
arrives from that direction to tor- 


ment you. 


Follow the ledge, and look across 
the lava stream to spy a small 
depression in the rocks. 


Jump down to the depression andj 
turn to spy a tunnel beneath the @ 
ledge. Run and jump over to 

the opening. 


Jump from the top of the rocks to 
the space vacated by the movable 
block, and grab the edge. Pull up, 
and climb atop the block. 


With your back to the tunnel. Move 
all the way to Lara's right, and turn 
slightly to the right. Jump left and 
grab the edge of the slope. Pull up 
and backflip. 


80 
Aud Home Sweet Home 


There are a couple of skirmishes before the Dragon chamber, but this is mostly down 


to Lara and the boss. Uzi him until he drops, then take the Dagger of Xian from his ft: 
belly before he can get back up. He'll rise indefinitely until the dagger is removed. If he | rg 
falls in some weird way—against a pillar, with his back to you—back off, and whip out — ae 
the M-16. Open fire as soon as it locks, and the beast will be almost dead before he can _Collect the Uzi clips and Large Medi 
get to his feet. Pack, and squeeze inside. The tar- 
thest soldier activates immediately, 
so Step quickly off to one side to get 
a good ook af him. 
A 4 Rr 7 | 1 
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The switch across the chamber The switch that opens the exit and Peek into the dark chamber, then Eventually, you can enter the large 
is a red herring, but step over activates the final two guards, is backflip to draw out each smail ninja room and mop up. The last 
there and activate the soldier on a pillar beside the entrance. group of ninja. The narrow portal —_of the bad guys spits up a Mystic 


near the entrance. It's best to Stay mobile in the high chamber, makes a good check point, as Lara Plaque as he dies. Use it to enter 
take care of him now. and don’t go through the exit. can jump side to side inthe larger _the main lair. 
chamber. 


~ pie # 
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Note the pools of water: the area The idea is to circle around the Pap pe rE Hopefully, when the Dragon finally 
beneath the room is fullofammo beast and empty those Uzis. Since the Dragon’s line of fire, the deadiy _ falls, you'll have a good angle to 
and Medi Packs, butit'shardto _the head of the Dragon is the target, column of flame is just a bit too the Dagger of Xian in his belly. 
get back out during the fight. only one gun will fire at once, but slow to catch her. Just don't Run to the bloody spot and 
Approach the figure to begin. you can't stand still. smack into a pillar. use the action command to 
withdraw the blade. 


The final trick is 

_ the dagger—down the 
exit tunnel that opens. — 
- _ Get a move on and 
+" leap if debris falls in 
_ _ Lara's path. 


Home Sweet Home 
Back at Lara’s place, there's one last load of gate crashers to 
punish. Use the Gun Cabinet Key on the lock beside the bed 
and grab the Shotgun and some ammo. That should be 
enough to repel the initial wave. Finish cleaning the Gun 
Cabinet and fight your way downstairs. 

Peek into the yard and draw more villains to the front 
door, then exit and turn left. Around the side of the mansion 
are more enemies, and perhaps bad Bartoli’s big brother? 
Finish up and hit the showers. 
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